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When we introduced our AMX Mouse to micro-users, the =. 
And no wonder! | ' 
Haied by the press as y the best input device that has 

arrived recenthy, the AMX brings to Spectrum 48K users, the 


province of more expensive computers — like the Macintosh. 


interface, which also includes a Centronics printer interface, and al 
AMX ART 
This computer aided, drawing program has to be seen to be 
beleved. me ful use of on-screen windows, icons, pulkdown 
menus and pointers, you be astonished at the quality of the work you 
can produce, save and print usmg either ZX or Epson compati 
printers. l's a program ideal for both hours of family fun or for serious 
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for use in your own programs. The number and variety oficons you. or direct using the freepost order form below. 
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FELICITATIONS 


Ho Hum. Another eventful year 
comes to an end and the only 
polite thing to do is thank allthe 
people and organisations 
whose efforts made 1985 fun 
and successful. Ta. 

CRASH Towers started the 
year with what sgemed like an 
endless supply of empty 
dungeons and corridors in 
which half a dozen people 
rattled around like peas in an 


Empay supertanker. The spiders 
A e to breathe — but little 
O eat. 


Now, twelve months later, we 
share our pitifulhy small offices 
with mountains of binders, the 
EZAPI crew (whose arrival with 
a vanload of chattels and mess 
from Yeovil dramatically 
reduced our Lebensraum) and 
lots of new members of staff. It's 
difficult to avoid tripping over 

ple, nowadays, as CRASH 

owers is bursting at the seams 
with minions, reviewers, 
writers, gophers, gophers's 
RE rs, artpersons, editors, 

JEC's, Apricots, Commodores 
and Amstrads. And the spiders 
are growing fat on the scraps of 
hurried office lunches. 

Soon we will be wading 
through your Readers' Awards 
forms, and coltating the results. 
On a lighter note, let's proceed 
with the CRASH Writer's 
Awards: 





Austerlitz Lothlorien 180 
| Beach Head ILUS Gold 13 
Chimera Firebird s0 
Commando Elite 130 





Robot Messiah Alphabatim 16 
Rockman Mastertronic 15 
Roller ses o 32 


Mikro-Gen 164 
Souls of Darkon Taskset 166 


Vectron Insig 


Oliver Frey — an award for 
remaining in the Art Garret of 
the Towers, painting covers with 
stinky inks with Iittle regard for 
his health, sanity and 
complexion. À 
pn e ia 
ranco Frey — tor ploughing his 
wa eba andivas ai 
technobabble to render the 
incomprehensible, 
comprehensible. And for rulin 
the Mail Order department with 
arodof ... well with a firm 
hand. A SELF-SIGNING 
GOLDEN CHEQUERBOOK. 
David Western — for liaising 
with advertisers beyond the call 
Of final deadlines, and for 
convincing our printers that we 
may be a day late but are still 
nice fellows. À SELF-FILLING, 
Derby Epongar = dor E 
eremy Sp — iting 
Software, introducing us to 
Ampstrads, wittering on 
endlessiy about Amstrads, and 
then deserting to AMTIXI (and 
continuing to witter on about 
“Straddles") A FRIENDLY POKE 
IN THE EYE WITH A WET 
SPONGE while he witters on 
about Amstrads 
John Minson — for scarmpering 
round the streets of London, 
attending launches and getting 
lots of freebie booze and grub 
down his neck before writing 
news items. À NICE, SOBER, 
PLAIN WHITE Van Heusen 
SHIRT 
Gary Liddon — for deserting 
Domark, deeberálçÀ hem tealess, 
and coming to CRASH Towers 
and leaving us tealess while he 
covers the office in breakfast 
breaderumbs. AN INEDIBLE 
bege da a 
san — tor running ofíto 
ZZÃP| and becoming a e 
Publishing Executive. SECOND 
Sebo Candy = 5 epoini ita 
| — for spoiling the 
fun of people who can't bear not 
to read his pages, and for 
covering the office in Crisp 





[INDEXTOGAMES REVIEWEDINTHIS ISSUE | 


Robin of the Wood Odin 10. 






E 







L 





Packets (empty). THE OLD 
PLAYING TIPS LOGO FOR ALL 
TIME 

Auntie Aggie —- for wearing her 
fingers to the bône as she sends 
off all your goodies while 
entertaining telephone callers. À 
GOLDEN JIFFY BAG 


Dennis, the e Queen 
— for appearing in the gossip 
column of the industry 
newspaper, Computer Trade 
Weekiy. A PAGE THREE 
AP RANCE IN “COOKS AND 
COOKERY” 
The Competition Minion — for 
pestering peopleto stumpup 
psi: setting competitions and 
úding inthe broom cupboard. À 
ROUND OF DRINKS AT THE 
FROG AND LILYPAD (he pays) 
Lloyd Mangram — for 
assiduosiy (LMLWD) declining 
to be photographed, continually 
demanding more money and 
less work despite immense 
royalties earmned on his 
dictionary, and for fighting off all 
the bugs in Bug Box. A BOTTLE 
OF HERMES CLEANING FLUID 
Graeme Kidd — as nominated 
by the other inhabitants of the 
Towers — for frightening us all 
by shaving his head, wearing 
big shiny red Doc Martens and 
drinking too much Old 
Flatulence Bitter. À GREEN 
MOHICAN WIG 
Messrs Penn and Rignall from 
EZAP| — for mess-making 


Elite 
|  18B,13,82, 178, Back Cover 
Euromax 135 
Sa, 3d, 35; 129, ra 


Frei Ltd 








beyond the call of duty, and 
changing the air in CRASH 
Towers to a subtle shade of blue. 
A TANKER FULL OF STYLING 
MOUSSE (three week's supply) 
Ben Stone — for being a as 
London wide-boy who feels 
undressed without at least a 
Pringle Jumper, Nike shoes and 
stonewash jeans. À TESCO 
TEARAWAY ROMPER SUIT 
Sally Newman, Mail Order 
Dragon — for nagging everyone 
beyond the call of duty À BOX 
OF FIRELIGHTERS TO GET 
STARTED ON COLD WINTER 
MORNINGS 


og É á pp 
| es and sweetmeats to 
the Ludlow cognoscenti 
(LMLWD again). and to Ga 
Liddon — À REQUEST, Could 
pre bar Gary Liddon? Pretty 
And fraliy 

| nally, to Poddy, Mr 
E r's Dog — for kee the 
office plantwei aids A BITE 
OUT OF MR LIDDON (And serve 
them both right, too) | 


And on that fine note, all that's 
left to do is wish all our readers, 
advertisers, printers, 
distributors, newsagents, 
typesetters, as well as softwara 
houses A HAPPY CHRISTMAS. 

End of public service 
announcement. It's time to start 
work on the February issue, See 
you then ... 


20, B4, 133, 177 
54, ES, 93 
so 


173 


7 | 155 
Ocean  2,3,9,37,111,148 
Odin 5, 132 


Er 


61 


e 73 
Software 186, 187 
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Video Vauk 43 
Vir 90 
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In the August issue of CRASH Magazine we printed a 
section which was intended as a spoof of Sinclair 
User. 


We acknowledge that the contents of this section 
contained wholly unjustified allegations and 
inferences which adversely reflected on the integrity 
of Sinclair User and certain members of its editorial 

staff. 


We wish unreservedly to apologise to Sinclair User, its 
publishers and editorial staff who we know from 
continued contact to be knowledgeable and 
professional journalists and highly respected in the 
home computer industry. We consider that Sinclair 
User is a magazine of the highest quality. We regret 
having given any indication to the contrary. We also 
fully accept that its dealings with the software 
industry should never have been called into 
question. 


PEPERE DADE ELTA A IRON A TIO LESTE ATE STE 


Finally, through our discussions with Sinclair User's 


publishers, we can state without hesitation that both 
of our magazines wish to put our differences behind 
us and continue in friendly competition to serve the Ê 
Sinclair computer market. ê 
NEWSFIELD | 

GRAEME KIDD 
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Producer: Odin 
Computer Graphics 
Retail price: £9.95 
Language: machine code 
Author: Odin team 


From a time outside history, 
before the language of the 
English was ever written down, 
there come to us stories and 
om da of heroes and valiant 
folk. One such story tells of 
Robin, son of Aleric, keeper of 
the Arrow. This silver arrow was 
a symbol of freedom and peace 
to the Saxon nation and it came 
into the Sheriff of Nottingham's 
possession after he arranged for 
Aleric's death, The arrow meant 
nothing to the Sheriff, and the 
vears passed as the Normans 
continued to rob and exploit the 
Saxons, | 

Many years later, Aleric's son, 
Robin, became a thorn in the 
Sheriff's side. He had grown up 
and become the hero of the 
Saxon race, creating havoc by 
robbing the rich and giving to 
the poor. Realising the value of 
the Silver Arrow to the Saexons, 
the Sheriff announced that it 
would be the prize in an archery 
contest. Knowing that Robin 
would not be able to resist the 
challenge, the Sheriff sent his 
Norman knights out into the 
wood'to hunt for Robin. 

k is the day of the archery 
contest and you play the part of 
Robin. K is your mission to 
recover the arrow, The Shaft of 
Power, for the Saxon nation. 
Before making your way to the 
Sheriff's castle to enter the 
contest, you must first complete 
several other tasks in the forest. 
The old wise Ent (remember 
them from Lord of the Rings?) 
has in his keeping your bow, 
your sword and three magical 
arrows. In order to get these you 
must give the Ent three bags of 
gold for each weapon. The gold 
is in the possession of the Evil 
Bishop of Peterborough, who 
has an escort of crossbow- 
wielding Normans: some nifty 
fighting is needed before he can 
be robbed. 

There are three areas in the 
game: the forest, the castle 
dungeons and the castle itself. 
The forest if a maze of leafy 








Just when he was doing so well! Hemmed in by two nasty 
Normans, Robin is about to be banished to the castle 
dungeons by the nasty Sherrif who's just appeared. Robin's 
collected three Flowers, a quiver full of arrow's, two extra 
lives and a key. So he shouldn 't have too much troubla 
escaping from the dungeon 


glades and tree-lined pathways 
through which the animated 
figure of Robin runs. Objects, 
including extra lives, flowers 
and arrows are scattered round 
the forest floor. All Rabin has to 
do to pick them is is move over 
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them and squat down. Apart 
from the marauding Norman 
soldiers who have orders to 
shoot on sight, and do their best 
to inflict wounds, there are other 
characters in the wood who will 
help or hinder vou. While trav- 





elling to the castle you will 
encounter witches, who materi- 
alise from time to time. À witch 
will send you to the castle 
dungeon unless she's given the 
right amount of flowers. On the 
other hand, if a witch is given 
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flowers, she may help by trans- 
porting Robin to another loca- 
tion. À visit to the hermit doctor 
will pay dividends if you have 
been injured — but he isn't too 
nice if you're carrying weapons. 

Boars run loose in the forest, 
and contact with a tusked terror 
leads to injuries, Occasionally 
you cross the path of the Sheriff 
of Nottingham, who has you 
imprisoned in his dungeons ifhe 
spots you. k is possible to es- 
cape from the dungeons, but not 
without a key! 

ÚÔnce vou have got all the 


e ci 
sá 


weapons and got into the castle 
vou are able to enter the tourn- 
ament and have a chance of 
lda the arrow. The three 
magical arrows purchased from 
the Ent will safeguard you 
against being recognised by the 
Sheriff, but once you have fired 
the last magic arrow you will be 
spotted, and must escape before 
getting caught. 

Throughout the game your 
status 15 displayed at the bottom 
of the screen, together with the 
objects carried. Robin's health is 
répresented by a pair of antlers 
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which change colour according 
to his energy level. Naturally, if 
Robin's wounds become too 
severe, he dies, and care must 
be taken as you only have one 
life at the start of the game. 

Just below the antlers the 
objects carried and extra lives 
obtained are displayed. Robin 
o the game with a quarter- 
staff, which is perfectly ade- 
quate for despatching the Nor- 
mans, but will only work in hand 
to hand combat. Other weapons 
can be used against the foe, and 
will come into action as appro- 
priate, once you have bought 
them from the Ent. 


CRITICISM 


& “Odin's first release, Nodes of 
Yesod, was quite unexpected 
proved to be an excellent 
game. Could they keep up the 
standards set by their previous 
game and produce the goods in 
obin of the Wood? Thankfulhy, 
the answer is yes! Graphically 
this game is excellent, and the 
attention to detail is evident 
throughout. The programmers 
are obviously perfectionists. 
The high standard of the grap- 
hics has not been at the expense 
of colour: there are few attri- 
bute problems. Some cynics 
may say that the game looks 
ke a Sabre Wulf variant, but it 
is much more involved, and 
character interaction plays an 
important part in Robin of the 
Wood.The animation is very 
well done — just watch Robin 
use his bow or attack a Norman 








with his trusty sword! The 
game makes quite a fun beat em 
up! Robin of the Wood is defin- 
itely another hit from the Odin 
stable. | can't wait for The Arc of 
Yesod.' 


O “Everyone at CRASH Towers 
was cagerly awaiting Robin of 
the Wood. Then the finished 
copy arrived and was loaded up. 
Wow! What colour ! thought as 
Robin materiaised on the 
screen, When everyone else had 
nad their go, | finalfy got my 
hands on it, Robin's a great lítile 
character in the way he plods 
around the forest. After a few 
plays [ realzed that there was 
more behind the forest than first 
meets lhe eve. And it's a very 
colourfu! one — even with red 
and blue trees. You get a taste of 
the aggro to come when you go 
around hitting everyone in sight 
with your staff — which is great 
Fun. After a while you get to hate 
wiiches. Every time | came 
across one | had no Howers and 
she she nicked my money bags. 
Fhe Bishop and other characters 
are fantastically animated and 
when you get into the castle the 
colour used is amazing. This 
game is one of the most addic- 
tive ve played and | would 
recommend it to anyone.” 


6 Though first impressions lead 
you believe Bobin of the Wood is 
vet another Sabre Wulf clone, 
upon closer inspection it soon 
becomes apparent that & lot 
more thought and ingenuity has 
gone into its creation. The gra- 
phies are impeccable, animatio- 
nally superior to nearty every 
other release on the Spectrum. 
The statics are very good too, 
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The bluestone walls of the castle dungeon close in on Robin 


Rabin takes a breather outsido the castle walls, next toa 
quiver full of arrow 
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giving a really woody atmos- 
phere with realistically drawn 
flora and fauna. |thought the red 
boars were great, scuffling real- 
istically across the screen. This 
is certainly a great step forward 
for Odin — it's even better than 
the excellent Nodes of Fesod. 


Control keys: definable 
Joystick: Kempston, Protek and 
E rSor PaÓ sofia pino iiieslóno 2 
lay: responsive 
podia of onicur oco lent variety, 
with few attribute problems 
Graphics: beautifully done, 
detailed and well executed 
Sound: some recognisable 
speech plus a nice tune at the 
start of the game 
Skill levels: 1 
Screens: 330 
General rating: an excellent 
game that should appealto 
everyone 


Use of computer 89% 
Graphics 95% 
Playability 96% 
Getting started 88% 
Addictive qualíties 94% 
Value for money 90% 
Overall 94 % 

















BEACH 
HEAD |! 


Producer: US Gold 

Retail price: £7.95 
Language: machine code 
Author: Platinum 
Productions 








After his numerous defeats in 
the pacific during World War |, 
the Allies” enemy, The Dragon” 
has set himself up as an evil 
dictator commanding a squad-. 
ron of crack troops who worship | 
him as a Demigod. The man isa | 
lunatic and a megalomaniac — | 
something has to be done. Stry- 
ker, the Allies' most competent 
Commander leads an attack 
upon the crazed er mon- 
ger's stronghold. To defeat him, 
a number of defences must be 
overcome so the evil wartord 
can be killed. 

In the interests of variety, you 
can take on the role of either the 
Allies or the Dictator when play- 
ing à one-player game, or can 
battle out in a two-player 
contest. 

On the first screen, Allied 
troops have to be airdropped 
into the warzone from a heli- 
copter. Fire drops a soldier, butif 
the helicopter's too low to allow 
the chute to open in time you get 
peopleburger all over the ter- 
rain. On landing, the soldiers 
make a dash for the nearest wall, 
trying to avoid fire from a 
machine gun manned by one of 
the Dragon's stooges. The 
machine gunner is hampered by 
the fact that it takes time for him 


to react and turn the gunto point | 


at the helpless troops. Once all 


the men are safely hiding behind | 


the walls at the top they have to 
make their way to the bottom of 


the screen, avoiding the manie | 


| machine gunner's eagle eye. 
The edges of the walls flash in 

a cycle along the length of the 

line. Pressing fire brings a man 


out, and he's controlled by the | 


joystick as he runs down to the 
next section of wall. From the 
third wall, nearest the gun 
emplacement, the troops have 
to be manoeuvered to the bot- 
tom of the screen. The control 
method is the same, except 
pressing fire when controlling a 
man allows a grenade to be 
lobbed in the hope of totalling 
the pill box. Pressing fire twice 
when you select a wall sends 
down a computer controlled 
soldier — handy if a decoy is 
needed to draw fire. 

On the second screen, host- 
ages must be protected as they 
run the gauntlet against the 
Dragon's troops. Running short 
of ammo the enemy are despe- 


rate and throw just about any-| 


thing at the fleeing captives. The 
| allies have captured a gun thatis 

used against the four different 
hazards that the escaping pris- 
oner can easily fall foul of: a 








| opposite each other on parallel 


soldier drops stones from the 
top ofthe wall the hostages have 
to walk beneath; a tank trundies 
on from the right and will hap- 
pily squash anyone in its path; 
an armoured car drives from the 
left, firing a small calibre mach- 
ine gun mounted inside and 
finally, enemy soldiers dump 
mines, popping out of trap 
doors to lay them. All these 
obstacles can be shot up, but | 
accurate shooting is needed. If 
ou shoot a hostage by mistake 
e doesn'tget wounded, but just 
pauses for a while before mov- 
Ing On, 
he penultimate scene is your 
chance to ferry the hostages to 
safety in four helicopters that fl 
ERAM GR a Ne 


shortage of options here. The 
graphics, though a bit crude, 
work quite well. The end seg- 
vence is ridiculously easy once 
you've figured that your e rr” 
nent won't move ti udo. É 
ou liked Beach Head 
ike Beach-Head II. 


O Another sizzling American 
game hits the Spectrum, the 
onty trouble is that American 
games and Spectrums don't 
seem to mix very well. Quite a 
tot of the games which have 
made their way across the Atl 
antic [usually CBM 64) have 
fabulous graphics and sound 
| which mask a pretty boring 
AE SE Ro | 
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over à vertically scrolling land- 
scape, Tanks and lookout posts 
placed upon the terrain at inc- | 
onventent locations hurl shells | 
at the helicopters, making life 
tricky for the pilot. The difficulty 
of the terrain is decided by the 
Dragon before the section starts. 
Once the four helicopters are | 
through, Commander Stryker 
finally gets to meet his arch 
enemy, the Dragon, in mortal 
combat. 

The two opponents stand 


game — Beach Head Il is one 
such game. On the Commodore 
it was great with its speech, 
amazing animation and smooth 

raphics, but these have been 
tost in the transition from 64 to 


pie and ua game. ff gunning 
down loads of men really |s your 
cupo tea then fine, take a look at 
this. it's not then try somethin 
a dlíttle more intellectually 
stimulating”. 


O “At last! US Gold kept us 
waiting for more than a year for 


PANZA- 
DROME 


Producer: Ariolasoft 
Retail price: £7.95 
Language: machine code 
| Author: RamJam 
Corporation 


platforms on either side of a 
river. The idea 15 to hit the other 
man with poonta sticks until he 
falls into the water. Poontas are 
small, sharp pointed -sticks, 
made especially for throwina. 
Each time a combatant it hit 
three times, he takes a topple 
and there are five rounds to be 
battled out before the contest is 
decided, 









CRITICISM 


& “Wargames aren't really my 
cup of tea to be honest — I'm 
not one for mindiess violence, 
Looking at Beach-Head as onhy a 
game, it's not that bad — an 
awtul lot of program has been 
squeezed into a 48K Spectrum 
for just one load. The only 
trouble is that it's a bit easy to 
complete and once completed 
the only incentive to pray aguia 
is too get a high score. two 
player game is quite fun, how- 
ever, and there are lots of ways | 


The Panzadrome is an island 
inhabited by robot tanks of 
varving levels of viciousness. 
The mission that's been foisted 
upon you is to destroy the 
Fanzadrome. Each tank is re- 
motely controlled from a central 
computer, from which it gets its 
power. This central computer is 
powered by a geothermal based 
energy source. Plasma vents are 
a central part of the power grid, 


vou can play the game — no | 


| pose Beach Head [ll will be found 


| down the land; 





Cursor 


Spectrum leaving a pretty sim | 


may find the gameplay weak 
Use ofcomputer 85% 
Graphics 79% 
Playability 81% 

| Getting started 75% 
Addictive qualíties 75% 
Value for money 715% | 
Overall 





enyouit | [o 


the follow-up to their Mega-| 
Seller Beach Head. lts well 
worth the wait, though. Four] 
screens, each in its own right a | 
separate arcade game, make 
this much better than the last. | 
suppose most people will buy it| 
because of the original, but as it 
stands its a great game. The 
graphics in all stages are good, 
as is the playability. (My pers-. 
onal favourite of the four is| 
Screen Three.) You really get 
your money's worth, give the | 
variation in the game, so | sup- 


in Christmas stockings up and 


COMMENTS 


Control keys: definable 
Joystick: Kempston, Interface 2, 


Keyboard play: responsive 

of colour: some attribute 
tlash, nothing remarkable 
Graphics: some good animation 
Sound: a tune, and some effects 
Skill levels: 3 
Screens: four | 
General rating: À lot of options 
crammed into one game; some 


74% | 
| 


and they have to be destroyed in 
order to knock out the computer, 
The computer is well aware of 
this weakness, and wherever 
you find a vent there is also à 
very hefty quardian force as 


| well. Apart from the tanks, you 


have to reckon with heavily 
armed un  emplacements, 
which spt death at any un- 
known passer by. You are un 
known, so beware. 

When vou start, the tankthat's 
aliocated to you can't really be 
described as top notch. In fact 
ts positively sub standard, with 
a one-shot turret and stone 
wheels! Fortunately, factory 
depots are scattered around the 
island, each specialising in a 
different type of tank compon- 
ent. Originally placed there to 
make and gica the robotanks, 
it's possible for you to sneak in 
and collect mhatever weapon 
system a Tactory makes. 

Though the robot part stores 
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are not wise to your little suicide 
mission, and merrily upgrade 
your tank, the computer run 
tanks are well aware, and will do 
their best to blow you away. 
Three different types of weapon 
are available to you, though only 
one is supplied when you power 


up — a single shot turret can- | 


non. Mortars and mines are 
definitely worth having, but they 


have to be collected from the | 


dade GE factory. 

Polycreterm module is well 
worth collecting, While it's poss- 
ible to avoid the fire from the 
enemy tanks by moving quickly, 
both their shells and yours leave 
impassabla craters in the gro- 
und if they hit the deck. With 
tanks constantly taking potshots 


eu Jr 


at you it is quite easy to get 


permanentiy stuck between a 
| Couple of impassable craters, 
The Relata module is like 
| having Taylor Woodrow in the 
back of your tank. The P key lets 
forth a jet of a cement-like 
substance that fills in craters 


beautifully, 
The Panzadrome itself is a 64- 
screen island — each screen 


| fhicks to the next when the edge 
| boundary is reached. A scanner, 
| consisting of an eight by eight 

rd, helps u navigate by 

ighitghting the screen you are 
currently cecupyinag. short 
range scanner covers the screen 
you re on, showing the tanks, 
which vou can see, and the 
mines, which you cant. Also 
shown on the status screen is 
the state of repair of any equip- 
| ment you may have. H'your tank 


takes too much punishment you | 


can lose the use of peripheral 
ppa a Only one life is sup- 
plieao, and if your shields run out 
a direct hit on your tank ends the 

ame. Status bars depict shield 
evel, plus other handy inform- 


ation like stock counts on the | 


amount of mortars and mines 
left in your possession, 
As you progress through the 


game and manage to total a few | 


plasma vents, the enemy slowly 
gets aware of your designs, and 
the tanks and defences get more 
victous still. 


CRITICISM 


6 “Ym not overkeen on military 
type games, but Panzadrome 








apiewi 


was a pleasant surprise. H's 
pretty good fun just as a hack 


round and blast the tanks game, | 


but you soon realise that there's 
also a greater strategic d 
within it. | like the idea of the 
game a great deal but | do feel it 
could have been a bit more 
competently  executed. 


The | 
movement of the tanks slows | 
once | 


down horrendously 
there's more than a few of them 
on screen, making retaliation 
near impossible. The graphics 
are very pretty and are nicely 
presented, though the actual 
tank sprite would not have 
suflered if it had been a bit 
larger. Panzadrome should ap- 
peal to quite a few 


| people, 
| though |found kt a bit dull after a 
Roe EM E iu E a E py gi 


while because of it's sporadic 
slowmness. Worth checking out 
though. 


O “Being temporarily joystick- 
less when [ reviewed this one at 
home, ! found this game more 
difficult than itshould have been 


| because ai the contro! keys 


were im the same row — | 
thought software houses gave 
that years ago! ve not no major 
grouches about Panzadrome: 
essentially it's a good game but 
ts spoita bit by a few things 
that wouldn't he difficult to alter. 
fhe graphics, with the exception 
of the rather too small tanks, are 
superfative, even casting shao- 
ows on thê streets. The most 
aggravating aspect of the game, 
for me, was getting stuck in a 
narrow street between two 
craters when | hadn't got any 
Polyerete TM, leaving me no 


option but to restart. Generally, | 


a very good piece of software, 
but not quite good enough for 
meto rave over. 


O '| liked Panzadrome. lts nota 
Classic. game, but the graphics 
are interesting and the game- 
play is a bit different. You've got 
a large playing area to explore, 
and plenty of things to shoot at 
tand avoid). The tank graphies 
are perhaps a little crude, and 
things tend to slow down a bit 
when the screen's full, making 


your tank a bit sluggish when it 


come to responding to orders. 
At times the game is really 
wicked — ff vou don't watch out 
it's easy to get trapped, and a fair 
bit of strategy 15 involved in 
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playing successfully. When you 
get the top-of-the-range tank, 
brado all the effort is worth- 
while 





Control keys: CAPS LOCK/Z 
rotate left and right X/C 
forwards/backwards, V to fire 
Joystick: Kempston, Interface 2 
Reasra play: some people 
will find the key layout awkward 
Use of colour: attractive 
scenario that's prettily 
presented 


ENDUR- 
ANCE 


Producer: CRL 

Retail price: £7.95 
Language: machine code 
Author: G Munday and B 
Wheelhouse 





Endurance allows you to partici- 
pate in Formula One motorbike 
racing without risk to life, limbor 
wallet, Avoiding any kind of arc- 
ade action, Endurance puts you 
in the position of team manager 
— rather like Football Manager 
ofthe racetracks really. 

The racing team in your 
charge consists of two bikes and 
four riders, and you have to 
luggle with a variety of variables 
while your try to make your 
team successful, Pitstop skills 
are well worth practising, as 
keeping the bikes in good order 
is as important as your riders' 
racing skilis. In the pits you can 
swap riders or service a bike ., 
Several things can go wrong 
with a bike: brake pads can 
wear, tyres can burst, fuel can 
run out and engines go out of 
tune. 

You can choose to compete in 
individual races, or take them 





Overall 





Graphics: blocky, but nicely 

detailed producing a good effect 
nd: neat rendition of 

Esethoven's 9th at start but 

nearty non existent after that 

Skill levels: 7 

Screens: 64 

General rating: A very good idea 

that is let down a bit by the 

execution 


Use of computer 55% 

| Graphics 80% 
Playability 72% 
Getting started 75% 
Addictive qualities 78% 
Value for money 69% 
17% 


together às a world competition, 
When a rider wins, points are 
given to both the team and the 
rider as an individual. Fourofthe 
six races are fairly short, while 
two tracks are twenty four hour 
races, and take around an hour 
tó complete in real time. 

Up to six players are allowed 
to take part in one game, and 
five skill levels are available. Sel- 
ections are made with the joy- 
stick controlling a pointer, using 
fire to select options. There's à 
choice of riders and bikes, and 
once chosen they can be re- 
named to make things a bitmore 
personal. Then chassis and bike 
specification of each velhice 
needs to be set in the pits by a 


| mechanie. The first thing to do is 


tune the engine. Below the bike 
are three bar graphs, one for 
safety, one for power and an- 
other for miles per gallon. Using 
the arrow selector each rating 
can be boosted to fit your requ- 
irements. Strategy comes into 
play here, as an increase in one 
factor causes a decease in the 
other two. 

The handiing of the bike then 
has to be set in a similar manner, 
but thistime the different factors 
are speed, safety and wear. Tyre 
selection allows soft, medium or 
hard compound tyres to be fitted 
to the back and front wheels. 
Lastly, the team member to ride 
first is chosen. 

Before a race the riders line u 
on the opposite side of the tra 


ERREE 


Be pouco 


o 





| the bikes in the race is updateo, 
The main scoreboard displays | 


N CRITICISM | 








to their bikes, then the starter 
drops the flag and the riders leap 


onto their machines. Each lap is | 


computer controlled and you 
see a view from the grandstand, 
watching the bikes whizz past. 
After every lap the positions of 


the first six places, showing the 
leader and the distance each of 
the next five riders is behind 
him. Along a smaller board 
above the main track the num- 
bers of the first sixteen racers 
are shown. any of the bikes on 
the course are having problems, 
then their numbers are high- 
lighted in red, 

Instructions can be issued tó 
your riders on the completion of 
pesei lap by pressing the | key. In 
ail, there are three options: Go 
Go Go, Ride normally, and Take 
it easy. If the fuel on one of your 
bikes runs out or a fault gets too 
bad to cope with, then an auto- 
matic pit stop is called by the 
computer, 

Nhen in the pits, you control à 
mechanic. ab moving him along 
the body of the bike various opt- 
ions apraar for the maintenance 
of the bike. The engine can be 
tuned, the wheels can | 
changed and the brakes can be 


repaired. These sections are | 


operated in the same way as the 
start up screens, using histo- 
grams and pointers. Fuel can 
also be replenished and the 
riders can be changed — a 
rRider's energy rating goes down, 
the longer he races. 

When the bike has been re- 
turned to spick and span con- 
dition it returns to the track. The 
time for your pitcall is displayed 
and if you spent too long in the 


FaÇe, 


& “Though initialy seeming 
very tedious, badly program- 
med and on the whole, totally 
inept, [Hound that this game has 
aspark of addictivity once | gave 
ita go. lt really brings out an 
urge to win in me. | dont know 
why, but even with the peeping 

parping sounds and abso- 
lutely prehistoric graphics, | 
actually enjoyed Endurance. 
Real bike fans will probably 
sh Pl game even more. | 
wouldn't recommend anyone to 
run out and buy a o hd now, 
now, now — but it's definitely 
worth taking a look at.' 


O A game that allows me to 
strip a bike down without get- 
ting oil all over me mum's kit- 
chen floor — great! The sound 
would be awlul if there was 
enough to be noticed and the 
raphics are poor and annoying- 
slow, especially when in the 
pits. All the same, | found it difti- 
cult to stop playing this strategy 
game. As an arcade game it's a 
non starter but treated as a sirat- 


“egy game with the graphics and 


prts, then you can opt to quitthe | 


sound added to use up the spare 
memory, it's vervaddicive. [like 
it, and Em going to play it until f 
win! So there." 


O “Very much one for the sports 
management simulation fans — 
one of the best since Foothal! 
Manager, and in many ways it's 
really quite similar. The tension 
it creates is quite fabulous. 
During one game, a champion- 
ship, | was just 6 minutes from 
the end of the Le Mans 24 hour 
race when quess what? The 
RE went off! | went nutty. 
The only thing against this game 
is the graphics — they're terr- 
ible. | really enjoyed this one, all 
the same. The tive skill levels, 


choice of championship or 
single races mean this game will 





ROCK 
MAIN 


Producer: Mastertronic 
Retail price: £1.99 
Language: Machine Code 
Author: Dean Carter, the 
smiling assassin 


Rockman is an underevolved 


motivation in life is food, Rock- 
man knows what he likes and his 
favourite food is Mushrooms in 
huge quantities. The mush- 
rooms . proliferate throughout 
the network of caves that Rock- 
man lives in — a pretty idyllic 
lifestyle, all things considered, 
except for the smiling faces. 
Though of a jolly grimace these 
oo intelligent spritettes 
spell death for Trog if they touch 
him. After all, smiling faces have 
to eat too, and they don't like 
mushrooms so Troglidytes have 
to do as munchies for the faces. 
Though he lives in the stone 
age, Rockman does possess 
some form of primitive tech- 
nology. He has a hammer, Bash- 
ing any of the rocks with his 
mallet causes it to instantly 
crumble or fall to the floor, 
depending on what was beneath 
it. E Trogldyte eats allthe Mush- 
rooms on one screen then he's 
instantly transported onto the 
next screen where another feast 


| of mushrooms is laid before 
| him, which he just has to eat. 


Rockman's on-screen antics 
are represented as a side on 2D 
vieve. With spritely vigour he can 
run along, and drop off, the 
ledges of rocks that make up the 
Alo ab of the maze. Also 
making a part of the caves 
interior are the vertical red z00m 
tubes which allow him to scam- 
po up an down between levels. 
The mushrooms are large red 
fungi, and it's hard to see how 
Rockman fits them inside his 


the wide range of tracks and the | 


little Troglodyte whose main | 


last a long time. Ifyou liked Foot- 
ball! Manager tor the strategic 
elements, youll love Endur- 
ance. 


COMMENTS 





Control keys: definable 
Joystick: Kempston 


| Keyboard play: no problems 


Use of colour: poor 
Graphics: simplistic to the point 
of crudity 
Sound: quite a lot, but all very 
similar 
Skill levels: 5 
Screens: menus, the pits and 
randstand view 
eneral rating: Though not 
stunning in any way atall, fthas 
a cenain something 





mouth — still, he gobbles them 
up as he runs over them. 

Also part of the scenery are 
the totally inert marble ledges. 
They don't do a lot and there's 
not a tot you can do to them. 
These are usually placed around 
as barriers or ledges. Another 
component of the caves are the 
inanimate skulls, sitting. inno- 
cently until Rockman is foolish 
enough to hop onto one, where- 
upon if's a case of instant dis- 
missal, 

The blocks of rock in the cave 
crumble beneath a mighty blow 
from a prehistoric hammer, un- 
less the space below is empty, in 
which case the rock falls harm- 
lessly to the next layer. The 
hammer works by pressing fire 
andifa block of rock is sitting in 
the direction Rockman is facing, 
hell give a mighty swing and 
bring the hammer down, fa 
smiling face is below a rock 
when it falls to the floor, Rock- 
man gets his revenge — it's 
solatted to oblivion. Two smil- 
ing faces wander the caverns 
and if one is killed, another 
materialises to take its place. 
The faces roam semi randoml 
but oa fra have a sitght tend- 
ency to follow Rockman, a factor 
that can be used to Rockman's 
advantage on the later screens 





Use of computer 39% 
Graphics 32% 
Playability 57% 
Getting started 69% | 
Addictive qualíties 74% 
Value for money 67% | 
Overall 69% | 


when they have to be lured in 
the direction you want. 

Though some people like to 
take time over their lunch, Rock- 
man doesn't, and actually needs 
to consume all the mushrooms 


present on a screen within a 
“time limit. lfhe's a aa boy and | 
| eats them all up, bo 


nus points 
are awarded according to how 
much time is left. 

Upon starting a game you are 
asked for a password, orto press 
space. Ifyou've previously com- 
pleted five screens then a pass- 
word will be known to you and 
it's possible to start from where 

ou left off. Fives lives are given 
or Rockman to stuff himself 
silly, one being lost for every ill 
encounter with a cave nasty, Not 
eating lunch in the time given 
also incurs a nasty loss of lite. Ho 
hum, just like Crash Towers at 
dinner time. 





CRITICISM | 


e 'Rockman is yet another 


program from Master- | 


bu 

trontc that impressed the hell 
out of me. Though lacking 
amazing graphics and state O 
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the art programming, Rockman 
is very playable in ced. There 
are enough screens to hold int- 
erest for a fair amount of time 
and the codeword system 
means there's no need to play 
the same old screens again and 
again. Rockman himself moves 
at an adequate pace and is very 
responsive indeed. Some of the 
bigger firms should really take a 
'good hard look at some of 
astertronic's latest product as 
mn really puts some of the latest 
megagames to shame.' 


O “This one seems to be very 
similar to a ruck of games we 
had in around issue 9, Hyper- 
action etc and Rockman is 
about the average for that type 
Df game — although it is a hittie 
out of date now. Graphically, 
this offers nothing new: the 
Characters Hicker too much and 
the colour is garish. | quite 
enjoved plaving this one for a 

while but found | got bored with 
it very quickly. 


O “What a jolhy little game! Lots 
of cute colourtul graphics, that 
do Hicker, but look good all the | 
same. For 1.99, what we have is 
a nice platform game, that 
brings the old lateral thinking 
skills into play again. Some 
parts are rather amateurishly 

rogrammed, but all the same 
it's entertaining, and once 
vou've bought all the really 
good progs you might be tempt- 
edto have a lookatthis; itsinno 
way shockingly good, but after 
all you can't = ça perfection 
every time for 1,99. 


== === = = = = | (EITA 
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When a magazine is rising in circulation as rapidly as Use of colour: no attributeclash, | prai] price: £7.95 
y CRASH is doing it tends to sell out immediately and you ] though colour choice a bit garish tpho cado hi 
may experience difficulty in obtaining your copy every Graphics: blocky, and pleas- anguage: machine code 
month. So the best thing to do is place a regular a Mr É amy animated t ough amite bit Aut or: Mike Smith and 
À vour local newsagent, which you can do by handing him fickery 5 “| Christian Urghart 
this form. Sound: de sant tune with some 
po game effects 
| Plea lar thlv order f nb The Android planet is one of the 
sa me à reguiar monthly order for General rating: Yet again, a worst places to live if you hap- 
| CRA Magazine. | worthwhile buy nado É pen to be a robot. The planet is 
Mastertronic ruled and dominated by à race of 
1 esised e lg na fit of suar 
| Esised evolution, managed to 
ú Name o nd O O RR O E] a | Use of computer 13% e the majority of human 
Address E Graphics 69% ings and attributes such as 
| MR O 2 OL Playability 68% ambio determination and 
E GENO, SR RO DECT RE a A Getting started 73% da ; 
PRN O O O E O O O RT OR RL E “ nau ousands of robots working 
| Addictive qualities 71% | in the planet's mines are explo- 
Value for money 75% | ited by the Androids. Leading a 
| h Overall 69% | hellish existence, the robots' lie 
To the Nowsag ch bs Eri ada 
E GR TA o go Fr Ss are purpose- 
â pg Sa PRENER middle bia) low Í ly age to be of a docile nature 
Shrogahiro 5 sv8 1aQ, Tel: D584 5851, ano disibiso ted to the sb na np 
supe. the hope of escaping his grim 
2 [742 pe a cal 





mines into the deep cave net-| 
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ROBOT MESSIAH lhe one ape fartas Drs! 


work that weaves endlessly 
below the plantetoid's surface. 
Frightened of being discover- 
ed by the evil gnome patrols that 
keep the workers in step, SID 
eventually found a cold and 
articularly weli-hidden cave. 
ocrates, a philosopher from 
among the ruling robots who 
had preached the unpopular 
view that all machines were 


cave. For his beliefs, Socrates 
| had been exiled, 

Realising that SID might be 
able to liberate the robots and 
become their Messiah, Socrates 
instructs him: to achieve up- 
grade and become an Androidin 
order to lead the worker robots 
to rebellion, SID must collect 
three envelopes, cach contain- 
ing one part of à computer pro- 
gram. The complete program 
must then be input to the And- 
roid's main computer. SID 
agrees to the philosopher's re- 
quests and sets off on his mis- 
son to liberate robotkind, 

SID is a quite normal robot 
capable of quite a few useful 
tasks. For a start he can walk, 
and when it comes to getting 
over obstacles that block his 
way, a hefty robotic leap allows 
him: to pass any barrier. The 
cave system is shown in a rather 
similar way to many adventures 
that have run before it, using the 
familiar flick screen method. 
Many harmful objects and crea- 


= Ea tai ' 
q Hi t 
7 


created equal was hiding in this | 





| tures are to be found under- 


ground. Water isn't very healthy 
when your prime constituent is 
iron, for instance ... 

There are some useful things 
to be found, too. Advanced high 
protein energy reboosters perk 
up vour energy bar — they come 
in the form of sticky buns and 


| bits of fruit. As an energy based 


organism your energy bar gives 
a ui indication of how much 
life you have left. Three energy 
bars are given on your quest for 
robot liberation: lose them and 
the game ends and your brot- 
hers are condemned to eternal 
slavery. 

To get the three envelopes, 
three sections of the labyrinthe 
must be negotiated, starting 
with the caves. To leave the 
caves a weight must be found to 
place upon a pressure pad to 
allow entry to the next section. 
Moving SID over an object and 
pressing the pick up key adds 
objects to your status line — 
only three objects can be carried 
at once. 

You aren't the onhy inhabitant 
of the caves. Strange energy- 
sapping beings float around, 
and finding a gun is à good 
move — though you'll need to 
collect a magazine of bullets as 
well betore vou can start blast- 
ing away. Twelve bullet magaz- 
ines Of ammo are dotted round 
the caves. 

Once through to the second 
section SID finds himself in a 
buggy travelling down a long 
corridor towards the next part. 
The buggy is equipped with a 
shield that can be activated if 
any cave creatures drift towards 
it, though the shield saps ene- 


rgy. À scanner at'the top of the 


screen shows how far away the | 


test centre is: Ônce through the 
corridor you're plonked within 
another room with a pressure 
pad. The only way out is through 
the door that the pad activates — 
without a weight you've got 
problems! 

If you do get out of the room 
then SID is placed into the test 
centre. Here the envelopes must 
be found and the teleport activ- 
ated to zap SID back into the first 
set of caves so the computer can 
be reprogrammed. 


CRITICISM | 





O “After a glut of similar prog- 
rams | must admit to being a 
little bemused by Alphabatim's 
decision to release something 
so derivative as their launch 








| ated baddies, The sound effects 


Era As an arcade adventure, 
obot Messiah contains prob- 
lems that are both logical and 
' funto solve, and the game com- 
pe well with the opposition. 
ings can slow down a bit 
when quite a few objects are on 
screen, and the action can get a 
| bit ploddy at times. Graphically | 
the game isnt all that excep- 
tional — it's adequate apart 
from the animation on SID 
which is excellent. Overall not a | 
bad game though there are so 
many of this sort already on the 
market and some are better: 
Robot Messiah may well be 
worth a look at arcade adven- 
tures are your type of game. 


6 Robot Messiah /ooked like it 
was really going to be some- 
thing special, but untortunately | 
found it rather boring and repe- | 
titrve to play. Fhe main characier | 
malks around really siowily, 
transforming any initial adven- 
turing excitement into extreme 
frustration because it seems to | 
take so long to get anywhere, 
The scenery is also pretty dull 
and samey making the game | 
seem like a poor man's Nodes of 
Yesod. | do like a good arcade 
adventure, but this one failed to 
Spark any real enthusiasm — 
when | played it [had a constant 
feeling of deja vu”, 


O Gobot Messiah, Alphabatim's 
entry into the software jungle 
reminded me a bit too much of 
the fabulous Nodes of Fesoo, 
The game itself is very colourful 
and the movement is very 
smooth with lots of well anim- 


contain too much clicking — a 
good constant tune would have 
been better. The accuracy of'the 
blocks 15 appaling: if's possible 
to stand at least à character 
space over the edge of a plat- 
form in mid air without falling to 
the ground. At first look a plea- 
sing game, but after a few 
games you notice lots of prob- 
lems with it. 


COMMENTS 





Control keys: N left, M right, S 
lgap, À fire, X pick up 
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Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: responds 

adequately 

Use of colour: pretty, no 

attribute clash 

Graphics: good animation, nice 

nico but a bit repetitive 
jound: not a great deal 

Skill levels: 1 

Screens: 152 

General rating: À passable arc- 

ade adventure, but nothing 

particulariy special 


Use of computer  BO% 
Graphics 76% 
Playability 71% 
Getting started 58% 
Addictive qualíties 69% 
Value for money 70% 
Overall 72% 





GLADIATOR 


Producer: Domark 

Retail price: £8.95 
Language: machine code 
Author: Mike Green 


Beat “em up's look like they're 
| here to stay. Domark have just 
| released one by the name of 
| Gladiator. No prizes for quess- 
ing the what the scenario 
oneis... 

As a slave, Marcus was none 
too happy. Tired with a life oftoil 
among the Roman fields, Mar- 
cus decides to try and battle for 
his freedom among the gladia- 
tors in the stadia of Rome. To 
buy his freedom, Marcus must 
win 180 times 180 eagles, a very 
high price indeed. 

o get so much money you'll 
have to vanquish up to seven- 
teen fighters and then take part 
in a gambling session, betting 
on the outcome of a two fighter 
fight. As you win fights, you are 
matched against more skillful 
opponents who come into the 
arena with better weapons. Both 
Marcus and his opponents are 


rthis | 






| capable of tento five different 
r 


moves, ranging from offensive 
to defensive and during combat 
the idea is to reduce Marcus 
opponent's energy supply, 
which 15 indicated by a bar graph 
on the side of the emperor's box. 
Bash your opponent a bit, and 


| his energy reading falls depen- 


ding on the weapon he's been 
hit with and where he's been hit. 
Marcus has an energy bar and 


that's also prone to depletion 


from the attacker's advances. If 
the energy bar fills up, a big 
thumb looms out of the royal 
box and gives the thumbs down 
sign. 

A weapon selection screen 
pops into view at the start of 
each contest, containing forty 
five different weapons, each 
with its own power and defence 
rating — though the program 





doesn't tell you what they are, 
Arming Marcus is a process of 
trial and error to begin with and 
deciding which weapon is best 
plays quite an important part in 
the game. Marcus can use a 
weapon in each hand as well a a 
set of wrist knives, 

After choosing the weapons, 
the gladiators move the to 
arena, where the action is view- 
ed by the player from a spec- 
tator's eye view on the edge of 
the arena. The arena is three 
dimensional: the gladiators can 
move in and out of the screen as 
well as left and right. In the 


background you can see the | 
other side of the arena, and the | 
milling crowds shouting slo- | 


ganstothe tdos 
Once the 

are made using a combination 
of fire button and directions, 
Three sets of moves are availa- 
ble: one using the directions 
onhy, another using the direction 
keys or joystick after fire has 
been pressed once and the third 
set is accessed after fire has 
been pressed twice. 


At least fifeen opponents 
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| other such programs, 
does hold a 
depth. Being allowed to choose | 


ight starts, moves | 





have to be beaten in the arena 
before you get to the betting 
screen, Ônce you get to the 
bookies the points accumulated 
can be gambled, using the 1 key 
as up and O as down to select 
the amount to be gambled, 
Press fire and then, using the 
same keys, you decide who to 
gamble on. If you win, then you 
ouble your money. Lose and 
the stake money becomes the 
bookie's. fall your money is lost 
then Marcus gets thrown back 
into the arena. Get 32,400 eagles 
and a Marcus gets his coveted 
Certificate of Freedom. 


CRITICISM 





& 1 was initially impressed 


when | clapped s on this 
program — the big figures fight- 
ing away with one er 


looked really good. k was oniy 
when | got dowm to playing ft 
than | started to see the nigghy 
q inthe graphics — some- 

mes the men start climbing up 
the wall, The thumb ich 
comes out when a player is 


| | defeated is pretty rotten — it's 
' 80-0-0-0 slow and has about 


three frames of animation. Play- 
ing Gladiator is pretty tricky 
too; Im sure the control met- 
hod could be improved no end. 
As it stands, it's very confusing, 
even when you've played it a 
few times. Even so, it could be 
called a follow on from Explod- 
ing Fist, and if you like games of 
e id then you could well 
e this. 


O “/t seems to be all gore and 
violence at the moment with 
Domark. ! mean, with Friday the 
Thirteenth and now Gladiator, / 
must admit to getting a bit tired 
of fighting games. Though lack- 
ing a lot of the arcade qe of 


reat deal more 
weapons before a match adds a 


great deal to the game. Gladia- 
tor isn't really hit material, 





adiator | 








though if you do like this type of 


game then it really would be 
worth seeing, since the depth of 
play involved is far greater than 
in any ofits rivais. 


O After À View To A Kill wasn't 
expecting much from Domark, 
which is justas well after playing 
Gladiator. At first look Gladiator 
seems to be a very neat and 
realistic copy of the old gladiator 
fights, but when you finalhy get 
into the fight you realize that the 

ame is totally unpiavabie. | 
ound the game very confusing, 
and very unuserfriendiy. Your 
gladiator has too many controls 
which are accessed in too hard a 
manner. With less controls 
which were easier to use, | 
would have given it a higher 
rating. Gladiator is trying to 
enter an area where Explodin 
Fist rules supreme. For me this 
comes nowhere near it. 


COMMENTS 


Control keys: Player One: 1 to 5 
up screen, O to Tdown,A,D,6G 
left, S, Fright,C,Z,X,C,V fire. 
Player Two E to O up screen, Y to 
P down, J,L left, H, K ENTER 
night, BN, M, 5, Bfire. 
Joystick: Kempston, Interface 2 
Keyboard play: unresponsive, 
and complicated 

Use of colour: monochromatic, 
to avoid attribute clash 
Graphics: adequate backdrops 
Sound: a bit of white noise to 
indicate a hit 

Skill levels: one, gets harder 
Screens; five 

General rating: a complicated 
fighting game which has a lot of 
depth 





73% 


Use of computer 

Graphics 81% 
| Playability 12% 
| Getting started 65% 

Addictive qualíties 82% 
| Value for money 75% 


Overall 











KARATE 


Producer: System 3 
Retail price: £6.50 
Language: machine code 
Author: The Sysem 3 
team 


The Fflavour of the moment 
seems to have a definite bias 
towards the oriental. System 3's 
long awaited, and somewhat 
overdue Karate simulation final- 
ly jons the ranks of combat 
games, which are all the rage on 
the Spectrum just now. 
International Karate is another 
beat em up fought against back- 
drops depicting famous cities 
around the world, rather than in 
an oriental setting. The game 
scenario itselfis very simple- it's 
8 battle between two Karate 
masters played over three 
rounds; the first to win two 
rounds wins that bout. The idea 
|5 tô outscore your opponent in 
gach round within the 30 second 
time limit. ff you win, bonus 
ints are awarded according to 
ow much time remains on the 
clock at the moment of victory. 
The game allows you to play 


VR EE 


mo 
a 
either one or two players. 
voure playing single player 
then the computer takes control 
of the opposition. As in such 
fighting games, there are a 
multitude of movements: avail- 
able — a total of sixteen punches 
and kicks — with which to terrify 
and generally damage your 
opponent. Moves are made 
using different combinations of 
key presses, using a total of nine 
a à for each player. 

18 competition |s overseen 
by a judge, who monitors the 
skilis of the combatants and 
starts each fight by shouting 
begin" in very clear speech — 
and in case you don't quite catch 
the command, the words are 
also printed on the screen in a 


INTERNATIONAL 


| nent. The judge bursts into 


“woodblock-kicking 


nao 


4 po : à q pº | ç é Ê 
a] E 





speech bubble above the 
judge's head. The battle then 
ensues and the players have to 
try to knock down their oppo- 


speech again when one of the 
players achieves a “knockout”, 
announcing his decision as to 
whether a full or half point has 
been awarded. The first player 


to reach two points wins the | 


round — and if neither com- 
batant clocks up two points, the 
winner is the fighter with the 
most points. The player who's 
the first to win two out of the 
three bouts is then allowed to 
tackle a bonus screen. 

The first bonus screen is a 
i exercise 
where you have to try to break as 
many pieces of wood as poss- 
ible, with points awarded ace- 
ording to the amount of fire- 
wood you create. The second 
bonus screen, tackled by the 


| Winner of the second roundisa | | 
sort of dodge 'em/punch 'em || 


screen. A variety of objects is 


thrown from either side of the || 


screen and vou have to destroy 
them by punching or kicking 
them into oblivion. Again, 
bonus points are collected acc- 
ording to the amount of damage 
you wreak. 


4 
nm 





- When the bonus screen stage 
is completed, the winner is 
transported to another part of 


the world where the battle 
resumes and you can find your- 
self scrapping away in Rio, New 
fork, London and Sydney. 





 Weuiss a 


O The blurb on the cassette 
cover says “and you thought 


pr seen a Karate game”. 
Infortunately | have - it's called 
Way of the Exploding Fist and 
's better than this. anim- 


ation on International Karate is à 
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lot cruder than Fist, it takes up 
less frames than the latter and 
ly looks rather fiick- 
ery compared directly. 
There are some glitches as well, 
like the “wrap round” when a 


player gets killed near the ed 


of a screen - half his bod 

on one side and half on 
the other. The gameplay is a bit 
awlkward too - the multitude of 
keys makes the game very diffi- 
cult to get into, but once you've 
got them sussed it's very easy 
to beat the computer opponent. 
!IK's redeeming feature is the 


| excellent speech - in my opinion 


the best I've heard: it's very 
clear and  understandable. 
When it comes down to the 
ty o — je which Karate 
game is 
confess that Fist still comes out 
top. But H you're well into beat 
em ups, then you might want to 


add this one to your collection 


O “Yet another fighting simu- 
fation, | wasn't much of a fan of 


this type of game in the First 


place, and there's now so many 
of them ... fadmit that some of 
them are fun for a while but they 
do get very bd ai! you 
have to do is at Up your 
computer. This one is no differ- 
ent from the rest. The graphics 
are à bit below average for this 
type of game — | felt the char- 


| aeters were badly drawn and 


very ferky. Sound is fairiy good; 
there is à nice title tunes, spot 
effects during the game and 
some very good speech. As for 
gameplay | can't really say that 
ts compelling — ! found that | 
didn't need much strategy to 
beat the computer. Not a bad 
offering really, considering the 
price [ suppose, but | wasn't 
real!y grabbed by the game.” 


O “Such a long wait — this game 
has been dogged by disaster 
and problems, and now arrives 
very late. Maybe a bit too late — 
lots of fighting games are 
already nestling in software col- 
lections already. International 
Karate has got a few nice 
touches, such as the speech, and 
the backdrops are quite pretty. 
somehow, though, it doesn't 
come across as a polished 
game: four or five months ago, 
| however, and it might have had 
a different reception ... One for 
fighting fans, really, ta complete 
the collection. 


COMMENTS 


Control keys:Player 1 Wto 
ump, E lunge punch, D walk 
onward, É chest kick, X foot 

sweep, 2? crouch punch, À walk 

backwards, O back lunge punch, 

Wand 5 flying kick, E and 5 front 

somersault, D and 8 front kick, C 

and 8 front side kick, X and S 

back crouch punch, A and S back 





| side kick, À and 5 roundhouse, O 


and 5 back somersault. Similar 


== guie 


best, then | must | 









arrangement for player two. 7 to | 


quit game 

Joystick: Ram Turbo 

Keyboard play: could have been 
a lot better 

Use of colour: reasonable 


| Graphics: nice backdrops, 


shame about the rather crude 
characters 

Sound: excellent speech, and 
some good effects | 

Skill levels: gets harder! 
Screens: 5 backdrops 
General rating: disappointing 
overall, given the wait 


Use of computer 15% 
Graphics 71% 
Playability 57% 
Getting started 61% 
Addictive qualíties 67% 
Value for money 699% 
Overall 68% 





SWEEVO"'S WORLD 


Preview the second... 


Okay, okay, so it's another pre- 
view of Sweevo's Worlt, You 
wouldn't believe how close we 
were to having a full review this 
issue — a finished copy of the 
game arrived literaliy hours 
after our deadline, giving us 
enough time to write this 

and little else ... 

««« however, Gargoyle did give 
us an incomplete copy of the 
game to look at some time ago, 
so we thought we would at 
least give you a taste of what's 
to come — now you can't say 
fairer than that, can you? 


As you may have noticed from 
the screen shots the star of the 
game, ôSweevo, is rather a 
strange looking chap. The game 
itself 15 also something of an 


oddity since tt features some of | 


the weirdest, wackiest and orig- 
inal puzzles ever seen in an 


arcade adventure of this type. | 
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res, Smwmeevo's Word looks like 
Ultimate's Anight Lore and Alien 
&, but any similarities stop there 


Robin mentioned in his pre- 
view last month that the game 
will consist of around 200 
screens and several levels (the 
two Ultimate games only boast 
128 screens, and most of those 


are empty). itturns out Gargovle 
managed to cram in 184 highly 
detailed screens and have 


spread them over four inter- 
linked levels — Really Free, 
Lonesome Pine, Fingers and 
Apple Piel Weird? — Wait “til 
ou see the screens! The first 
evel, Really Free, has plenty of 
fruit, land its fair share of 
nutcases) to avoid along with 
really devious traps and puzzles, 
In one room there is a tin that 
needs to be collected. lt sits 
alone in the comer, appearing 
perfectly innocuous, so you 
decide to walk over and pick itup 
— only to find yourself perm- 
anently trapped behind a fence' 





of Pagers that suddenly popped 
up! Mean. 

Meaner still is a room where 
ou have to walk through a 
mazelet', a sort of very small 
maze, in order to exit the other 
side. But às you may expect, 
things are not so easy — sus- 
pended on glass tubes at points 
of most inconvenience along the 
way are three one-ton weights, 
which squash poor Sweevo 
should he knock away their 
fragile supports and not move 
out of the way quickly enough! 

The finished game will have 
eight Widgers to collect and four 
Goose Stepping Dictators and 
Horrible Little Girls to dispose of 
or avoid. This is easier said than 
done though, since both move 
very fast and are exceedingly 
aggressive. There will also 
sixteen Brownies for the taking, 
thus gaining extra Brownie 
points, as well as eight Geese, 
who when shocked from be- 
hind, lay Golden Ergs which 
Sarinne extra energy. dia: 
Foóllis of Gargovle mentione 
betwesn 25 and 30 points are 
awarded for tidiness — what- 
ever that means! 

The many puzzles throughout 
the game appear very tough at 
first, but with a bit of | 


although the game is very diffi- 
cult, its certainly 'finishable'. 


Even so, there are many hoursof | 
absorbing and enjoyable play to | 


be had in the meantime! 








ical | 
thought they should prove fairly | 
straightfonwvard to solve. Greg 

| Follis of Gargoyle feels that 


” 


| 
| 
| 
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Producer: Mastertronic 
Retail price: £2.99 
Language: machine code 
Author: David Jones 
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As a continuation of his advent- 
ures in Finders Keepers, Magic 
Knight now reappears in a new 
Mastertronic release, Spell 
bound. Part of the new Mad 
Games range, Spelbound Is à 
true-graphic adventure. 

Magic Knight's mentor and 
teacher, Gimbal the Wizard, has 
accidentally managed to bind 
you and seven other characters 
within a summon spell. The 
spell was intended to be an aid 
to Gimbal's quest for better tast- 
ing rice pudding. Due to a slght 
typographical error that aróse 
when the incantations were 
translated from ancient English 
to slightly less ancient English, 
things went a little bit wrong. 
Now our hero is trapped withina 
strange and unfamiliar land with 
a bunch of people from different 
slices of history. Being the brave 
good guy among the collection 
of oddities it's down to Magic 
Knight to retum the various 
peoples to their respective time/ 
space zones. First on your list of 
major things to do is to release 
Gimbal from a self inflicted 
white out spell but, as in any 
good adventure, theres a 
number of smaller tasks to per- 
form first. 

Though Spellbound looks 
very similar to any run ofthe mill 
left/right and jump game, press: 
ing fire soon shatters that illus- 
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ion. Based aróund a windowing 
system by the name of Window- 
vision, fire opens up the primary 
menu replete with a list of opt- 
tons available to Magic knight. A 
pointer controlled by the up and 
down keys highlights various 
options as you move it about, 
and fire takes you to the sub 
menu for that option. For each 
option on the menu there's a 
corresponding. button on the 
keyboard — thus avoiding any 
hassle for people who're a bit 
kack-handed when it comes to 
using the pointer. 

When you change to a sub 
window it opens up over the 
main one and a pointer appears 
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on the sub directory, Using this 
system, the amount of options 


THE ROOF CARRDEN 


available to vou easy equais 
those within many text adven- 
tures. Às vou progress through 
the game the options and. act- 
ions open to you change, allow- 
Ing jts dig Knight to take advant- 
age Of any new objects or 
powers he may have acquired — 
extra options are highlighted in 
white. 

Apart fróm using the menu 
system, you can move Magic 
Knight around the screens with 
left, right and jump. OQbviously 
Magic Knight has developed 
some pretty impressive leg 
muscles since his last game: 
jump causes him to take à real 
mega leap skywards. 

Any object or character you 
may come across can be exam- 
ined via the main menu. While a 
character is being examined, a 
small screen with a graphic of 
the character under serutiny 
appears. Such details as 
strength, happiness, stamina, 
spell power and food level are 
detailed. You can even examine 
yourself, very handy, since 
being -a brave knight expends 
strength quite a bit and if it 
reaches zero lhe games over. 
When it comes to examining 
object, a graphic of the object 
under scrutiny is displayed to- 
gether with details on the four 
different attributes possessed 
by objects: weight, magic 

ower, read and drop status. 

he read and drop information 
tell whether you can drop the 
object you've acquired or use 
the read funciton on it to glean 
information. The weight reading 
can be critical as well. The more 
the the knight carries, the quick- 
er his strength is sapped. 


Magic Knight is too weak then 
he won't be able to pick up 
heavy objecis. | 

There's a large strategic elem- 
ent to the game. The other capt- 
ves of the summon spell 
wander about in a bit Of a daze 
and need looking after. You 
need to command characters to 
do things for their own good, 
and you have to get hold of the 
wand of command before the 
option which allows you to tell 
people what to do appears on 
your menu. Since the characters 
don't have the sense to fend for 
themselves, it's up to you to tell 
them to go away, eat, drink, and 
be happy. | 

IH your fellow captives aren't 
kept in good health they may 
well die .... The characters also 
have to be kept happy or it's 
likely they get in a bit of a sulk 
and be loathe to obey any com- 
mands that may be issued to 
them. Other people may well be 
in possession of objects you 
need but understandably they 
like to keep hold of any thing 
they've got. Command à char- 
acter to go to sleep and anything 
they have can be easily pilfered. 
When a character is asleep it's 
also possible to give them 
something they wouldn't norm- 
ally accept. 

The domain in which the spell 
of summoning has trapped the 
cast of characters is split into 
seven floors, each spanning 
around seven or elght screens. 
To travel between floors the 
Knight has to use the IH found at 
the extreme left hand side of 
each floor. 

Some objects can be found 
which can't actually be used — 
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they do offer clues, however, 
and the clue they contain can 
usually be liberated with the 
read function. A few totalhy use- 
less, though amusing, objects 
litter the place as well. Upon 
starting, Magic Knight's only 
possession is am advert: read 
this and you're informed that 
David Jones created Spellbound 
and suggests going out and buy- 
Ina Cade RKeeners. 
"Another addition to the 
Knight's worries is that there's 
onhy 48 hours to complete his 
task. Oh dear. Better get going 





CRITICISM | 


O Tm always a bit cynical of 
software houses” claims to pro- 
duce true graphical adventures 
but it seems that Mastertronic 
have actually come up with the 
goods. Finders Keepers was 
excellent but Spelibounod is 
superlativo. Windowvision is 
about the best selection 
method for using and interact- 
ing with objects and characters 
Ive seen yet. ht blows away both 
Frankie and Shadowiire making 
them both seem awkward and 
outdated. Graphically, the game 
is well above average: the 
movement of Magic Knight as 
he athletically leaps about is 

reat. Convincing gravity too. 
Overall, about the best game of 
ft's type on the Spectrum to 
date. Even if it were priced 
around the ten pound mark I'd 
still recommend it as a bargain 
but for £2.99 you'd be MAD not 
to buy it! 


O Finders Keepers was Master- 
tronic's best game until now: 
David Jones has improved on 
the features in Finders Keepers 
andhas come up witha first rate 

ame. The graphics are general- 
y good, but not some of the best 
around, What makes this game 
is the presentation. it's very easy 
to play without actually reading 


THE TOUER 


the instructions and subsegu- 


entiy it doesn't take long before 
you are addicted. The menus 
thai appear make the game easy 


to understand and they cut out | 


the need for mega quick re- 
actions which other arcade 
adventures depend on. HF you've 
got £2.99 to spare then get this, 
you worn'tregret ia! 


o “My blue knight material- 
ised: What now?” | cried! But 
then as | started bouncing all 
over the millions of screens, | 
was really getting into the feel of 
it; when | pulled myself away 
from it, | could easily say | was 
well and truly hooked. 
sound and mega-brill window- 
ing with the odd bit of 
raphics gave me the feeling 
that this was going to be a 
smash! And when they told me 


that it was only £2.99 | really a 


freaked out! Next time you find 
yourself with three quid, this is 
something vou must get.' 


COMMENTS 


Control keys: A/Z up;down N/M 
left,right and space for fire 
Joystick: Kempston 

Keyboard play: very responsive 
Use of colour: a bit of attribute 
Clash, but hardly noticeable. 
Very ood 

Graphics: Big, bold and detailed 
Sound:Not a lot butwhat it does 





do is good 
Skill levels: 1 
s: 50 


General rating: An outstanding 
game, especially for the money 


Use ofcomputer 96% | 
Graphics 89% 
Playability 91% 
Getting started 92% 
Addictive qualities 89% 
Value for money 98% 
Overall 95 % 
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From CRASH, ZZAP! 64 and 
GREMLIN GRAPHICS 


Normally E 19.95, CRASH readers can buy this 
-marvellous tracksuit for 


ONLY £16.95 


IInclVAT, PRP) 


The Monty on the Run tracksuit is made from high 
quality materials normally found in tracksuits far 
more expensive and comes in pale grey with the 

Gremiin logo on the back and the CRASH and ZZAP! 

logos on the front in tasteful tandem! 
Don't miss out on this amazing offer, send offthe 
coupon today to the address below. 








Please send me super CRASH/ZZ2AP!/ 


O TR E 


omni mm km Rem mim O A RR CO Ca RR mil RO 


E sp CRETA MD: sino creia Rasa vei 
|enciose a cheque/postal order payable to 
Newsfield Ltd for £ 15.95. 


“UK prices only, Europe and Overseas, please add 
£2 per item ordered, 

CRASH TRACKSUIT OFFER, PO BOX 10, LUDLOW, 
SHROPSHIRE STE 1DB . 
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SPECTRUM 9BK 
E7,9as 
AMSTRAD CPCagsa 
£8.90 
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A text adventure with graphics 





da 


JOMAR 


Enter the Horror Sound Effects es ia | ho Deiga 


opectrum - Commodore 64 | Amst 


WARNING: THIS PACKAGE CONTAINS MATERIAL WHICH MAY DISTURB 
PEOPLE OF A NERVOUS DISPOSITION! 


je To: The Knife S Snarpener ) 
RARE YOU ORDER NOW! 


| CALL Ufra47 5624 


Please send me. copies of'Frday fe 13th = The Computer Game” at £8.95 
Domark Ltd. 204 Worple Road (includes postage and packing). 
| London SW20 BPN Telex: B94475 6 Lenciose a cheque/PO. for £. 
ENAME oc LEmERS) te My computer Is: 


| 
IA 
| 


Youmayorderby Accessl] WVisal] American Express E]  Transcashl] 
by post or telephone [01947 5624): (Our Ac, No; 544 5450) 
Pléase debitmy CREDIT CARDL] Signature 


temos TT TIETE TIETE pia à aja á 


POSBARE css Ts CreditCardEspimyvDatel. 


BO ADDRESS 








Producer: Durrell 
Retail price: E8.95 | 
Language: machine code 

Author: Clive Townsend 


ipqUEr SqREARAA RENOME ERRA has rt 
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á i mn ' FREE Ettrate AEE ERng Eur E 


Didi tao pp AEREAS | aro E] 
e pssrae cega Massas eee ER | E Ema 
preto era aterro 
tress cunningly disguised as à lp ag 
warehouse. The disk holds the | impsirmpahniçna Rea Asa meio mndonto Eu] á 
names of a number of rebel BE o pi 
leaders and you're up against e a AR AA ABRE se mas 
the clock. The “idea is to find a et ut a E RREO AEE RARA EEE - 
bomb, hidden somewhere with se RA A RR RN ' 
ER 
: gm 


apt RR am 
AS q 


As a gun for hire youíve been . 
hired to liberate a computer disk 


in the complex, get the disk and e RR SR ER RR SL ah 
ep GA RICE E A ASR AMERÃE IER asia drag ade Ta 


leave the bomb behind, ticking Re fu d 
e RR EUR EEE PS SE ep ER 


“down to detonation. Al this 
« before the time limit expires and 
the information stored on the 
disk is sent to outiying term 
inals. Being a sensible sort of 
“chap, you want to o ie 
there's a helicopter lurking on 
the warehouse roof, just waiting. 
to be stolen. da : 
The trouble is that the head- 
quarters are heavily guardeo by 
a number of armed guards and 
- waichdogs as well as automatic 
defence systems which monitor 
your position in a room and then 
start zapping you with & laser. 
Your mission starts in a rubber 
dinghy moored just off a small 
pier leading to one of the ware- 
house entrances. Clad totally in 
SAS attire, black jumpsuit and 
bootpolish all over your face, 
vou are initially equipped with à 
throwing star. ÀS you wander 
“through the security complex 
various other weapons can be | = n | E 
found, picked up and used — 
each weapon can be used arice 
only, but can be aimed at your 
target. Trained to a very high 
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coded levels. x 
The bottom quarter of the 
screen is used to display your 
status. Only one a can be 
time in which to reach the “held at a time, the object you re 
helicopter. A quick dash back holding appearing in a window 
“through the sewers and train on the left hand corner of the 
systems is required unless you status arga, white objects close 
like having dead mercenary by “and available for collection 
smeared ali over the walls. are shown in the window to the 
Whilst bashing your way. 


and bomb are hetd. Once the 
disk has been rescued and the 
| | vb bomb primed a countdown 
degree in various martial arts, starts showing the remaining 


ever, allows ebbing energy force 
to return. ja = 1] 

The game isn't played for . 
points — what self respectin 
mercenary works for points 
Money's the name of the game, 
and a paymeter clocks upa few | 
hundred dollars each time you 
do for à guard. Vippaito money is 
only picked up for cole 


vou can also partake in a bit of 
physical hadoie bashing rather 
than just lobbing the odid throw- 
ing star or brick about. You have 
a choice too: a killer punch ora 
ninja style cropkick are both 
equally deadly to any guaras 


lecting the 1] 





you may fina. | 
The security complex is split 
among three different sections. 
The first is the warehouse front, 
containing the “helicopter and 
primary defence force. lf you get 
down into the sewers then you 
can link up to the underground 
train taking you into cipa na 
“pf the computer centre. From 
here the second underground 
train has to be found to get you 
into the second computer 
centre, This is where the disk 


through various adversaries 
ponr pragas is charted via two 
screens. [he main screen shows 
a sideview of the room you Te in. 
Your saboteur is about a quarter 
af the screen high and sproings 
and cavoris about in full anitr- 
ation, As well as running and 
fighting he can also perform & 


nifty tuck jump for bouncing 
over chasms and gaps. Using 
the ladders, platforms or steps 


provided your hero traveis 


around the complex of colour 
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. right side of this sereen. Press- di 


ing fire uses the object within 
your grasp, or ! another object 
is within reach it'Ilbe transterred 
into your possession. Rs 

“dn energy bar along the 
bottom of the screen shows how 
vour energy level is fering. Your 
lifeforce is sapped by contact 
with fighting quards, who fire 
rubber bullets, guard dogs, 
which bite, and the laser defence 


system which is generally bad. 
about 


for vour health. Standing ab 
doing nothing for a while, raw 


the bomb, and escaping. The. 


programmer's obviously a dog 


lover, though. There's no money. 
in killing dogs — “so why 
bother?” 


the intay remind's you, | 





& Though bearing some initial 


resemblance to Impossible Mis- 


sion, Saboteur holds a lot more 








in the time limit planting 











upon further inspection. The 
ra is absolutely great, it's 
ke playing a part in a Bond 
movie, Maybe this is the sort of 
game that should have been 
used by Domark. Level one is 
uite easily solved, given a bit of 
time and thought, but there are 
nine different levels each subtly 
harder than the last. The anim- 
ation of the man is great and 
he's very responsive indeed. 
Overall a this deserves to be a 
hit and should have pride of 
paes on many a Spectrum users 
shelf. 


O After Critical Mass | was 
expecting great things from 
Durrell and theyve certainly 
come up with the goods. Sabo- 
teur must be one of the most 
original games of '85. The draw- 
ing point of this type of game is 
that it puts you in the shoes of a 


hero /spy just like Spy vs Spy 
and when vou walk vou crouch 
down just as if you were an 
intruder. The overall game is 
very addictive due to the variety 
of routes vou have to take on the 
higher levels. Great use is made 
of colour — the characters are 
huge, with no attribute prob- 
lems at all, One thing that made 
me laugh was the so called 
underground train' it really 


does look like a brilliant picture 
of a holiday caravan, | hope 
Durrell gets a CRASH Smash for 
this “cos it certainly deserves it. 


O Durrei! Software really have 
pulled their act together this 
vear, After a couple of years of 
mundane releases they're now 
producing classics like Sabo- 
teur. The game concept is fairly 
Originais and as such the game is 





quite fun to pfay but what really 
put Saboteur up in my esteem 
was its sheer playability. Grap- 
hically the main sprite is a bit 
similar to the one in Impossible 
Mission but Àis range of move- 
ment is far greater. Overall the 
best release yet from Durrell and 
one of the better releases for the 
Spectrum this vesr* 





COMMENTS 


Control keys: definable 
Joystick: Kempston, interface dl 
Keyboard play: extremely 
responsive, add's to the 
excitement 

Use of colour: most!y 
monochromatic, but still 
erfective 

Graphics: /ove/y animation, 
though backgrounds could do 
With some more detail 

Sgund: pretty neat two channel 
tune once loaded, and effective 
wiute noise during the game 
Skill levels: 9 

Screens: 118 

General rating: very 
imaginative: deserves star 
status 


Use of computer 84% 
Graphics 92% 
Playability 92% 
Getting started 91% 


Addictive qualities 94% 
Value for money 92% 
Overall 93% 
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This is the only 
warning you'll get. 
They're coming soon. 
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Play Elite — the ultimate, award-winning space challenge. 

It's an interstellar mind-game with incredible 3D Vector- 
Graphic space flight simulation. Elite's been called the “Game ofa 
lifetime”” 
| You take command of 

a Cobra MK Il combat craft 
and trade with alien cultures 
on over 2000 planets in eight 
galaxies. 

Pick your destination 
on the starmap, check the 
computer s 4-way vigwscan — 
and make your first jump into 
hyperspace. 

Starting with 

CONBADDORE Ed Harmless status, YOU pick 
up combat skills to win ratings of Average to Dangerous. 

lfyou can handle ityou could become one of the Elite, and win 
the chance to compete in the Elite World Championships. 

's dangerous ali the way. 

“To play it is to be entranced, enthralled and ensnared... 
stunning.” (Computer & Video Games Magazine). 

“A brilliant game of blasting and trading .. . truly a mega- 
qame” (Gold Medal Award, Zzap! 64 Magazine). 

“Qne of the most imaginative games: ever designed to runona 
home computer... (Crash 
'Smash', Crash Micro 
Magazine). 

Elite is here now for 
the Commodore 54 and 128 
and Spectrum, and (very 
soon) for Amstrad and MSX 
too — complete with Manual, 
Novel, Control Guíde, efa 





“tzap!64 Magazine, 


Fr 
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FIREBIRD SOFTWARE - WELLINGTON HOUSE Es 
UPPER ST MARTIN'S LANE - LONDON WC2H 9DL 2) 


—— em — + mr 





SPECTRUM 48k 


mo sao 


= e ; ii P OceanHouse-6 Central Street - Manchester -M2 5NS 
Ocean Software is available from selected bs ane elias q) Telephone 06 8326633: Telex 669977 
SRI IGOS RA Jorn Menmes Ri peso Ee ser ATA EM Ta regra Sb) Soecrrum Shops and 





escapees: E no he Biology roc 
and, even worse, giris! L Luca 
stocked upon stink Bomba | 
holidays! 








Back to Skool (48K Spectrum) — £6.95 
Skooldaze (48K Spectrum & CBM64) — ! 
Available from all good computer shops 
or direct from: 


TUCROSPIMRIo tato 











iscarried forward but the giobes 
; nc by the robot deplete it 


E During the second phase, the 


ship's map computer is destro- 
vêc and when you return to the 
main maze for phase three of the 
a 'ou'Te on your Dwn, map 
less. The idea is to reach the 
warp in the boitom right hand 
comer of! the maze, through 
Which you can make good pour 
escape, The trouble is that the 


ship is placed randomly within. 
the maze and some keen navi- 


gational skills are needed to 
Suss out where you are. Two 
randomizers fly around the 
maze, just to make life more 
The last screen is the escape 
section, displaying a rear view 
as you try to shoot the pursuing 
Randomizers and Tanks that are 
thrown at you while to try to run 
away. Zap them and you're free, 
fail and it's back to the title 


«ds well às you energy limita- 
ton, there is also a limited 
amount of time for your escape 
atiempt: the time remaining is 
constantiy shown on a count 
down timer on the bottom left of 
the screen, and you'd better 
make good your escape if yo 
Want to fly again. 





| CRITICISM 


if you want a first class Tron 
game-of-the-film then look no 








further than this. Although div- 
ergin Bi da from the main 
storyline of the classic computer 
fim Vectron has many of His 


elements, like the baddies and 


the maze sequence, The sheer 


ive and: 


impress the 3D graphics 
are THE best I've ever seen. 
Vectron is pretty hard, but is that 


sort of pdlea which keeps you 


coming back for more. A real 
classic which should definitely 
appear at the bottom of your 
Christmas stocking." 


O To begin with | wasn't all that 
é 8, but after a | 
few hours of practise | really | 


keen on this game, but 


started to get into it. My only 
apart for the initial dif 


Ena ane Co ia dna | 
culty of the game, is the fact that 


there isn'ta high score table or 
anything similar to tell you how 


“close you've got to the endafthe 


game. The use of graphics is 
very good, as is the use o! sound 
— the tune is excellent. | greatiy 
enjoye playing Vectron, 
although Fm not sure it would 
offer much to pia gesto player 
who likes to use his brains as 
well as his quick reactions. À 
first-rate shoot em up, though. 





mimo go do 
Joystick: Sinclair, Kempston, 
a Es Ea 
Graphics: incredibly fast, and 
cunNiNa | 
Sound: fab — great when 
mptitied 

|levels: gets harder as you 
sans: four different sections 
to the game 
General rating: A Brilliant 
arcade shoot em up 
Graphics É 93% 
Playabi | 92% 
Addictive qualíties 94% 
Value for money 97% 
Overall 92% 





V-ECeT-R-O-N [| = 


SCREEN- 
PLAY 


Producer: Macmillan 
software 

Memory required: 48K 
Retail price: £8.95 
Author: Pippa Lewis 


[ve been handed this piece of 


software to review because I'm 
supposed to be an expert, 
having spent much of my pre- 
CRASH time as a film camera- 
man and TV film editor. Whether 
this really qualifes me is 
another matter ...|! 

Screenplay is described as a 
means of creating your own-film 
or TV Eb abenbeldd on a comp: 
uter. the package comes as à 
cassette with two programs on it 
and a booklet which describes 
some film techniques and has a 
section telling you how to use 
the software. Oddly, it doesn't 
really explain what the end 
result is going to be, although it 


does tell you that you can save | 


your programmes on video — if 
you have a video recorder, 

The 26-page booklet is the 
obvious, indeed only, starting 

lace. The first 16 pages are 

roken up into general chapters 
on the subject. How film works 
describes very briefly the tech- 
nical history of film, showin 
Ticker toys" and Ticker books”, 
It attempts to show how moving 
images are created by revealing 
lots of still shots, each action 
shghtly advanced on the last, 
How the camera works explains 
the basic mechanism of a film 
camera, what photographic film 
is, camera shutters, lenses and 
film paths. Film tricks explains 
such devices as fades, dissolves, 
front projection, mattes, double 
exposures and the like. This is 
followed by How TV works, a 
quick run through of the elec- 
tronit process and camera, 
wfich runs neatly into TV tricks, 
where mixes, double shots, 
digital machine effects, char- 
acter generators and Chroma 
key are explained. 

aking a film or TV prog- 

ramme coutlines the roles of the 
producer, script, wardrobe and 
so on, and simply explains the 
function of animation, sound 
tracks and editing. This is follow- 
ed by a section on cell anim- 
ation, and then we're into Using 
the software. 

50 far so good. The booklet is 
not a handbook on film making, 
and its explanations are of the 
simplest kind, accompanied by 
useful illustrations. | suppose all 
of this could awaken someone's 
interest sufficiently to go into 
the subject in more detail but of 
itself it barely scratches the 
surface. Using the software 
however, is less successful in its 

resentation — but first let's 
cok at the computer program. 

Screenplay is icon-driven. À 
main menu presents seven 
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icons, load, save, wordshot, | 


soundtrack, action screenshot 
and Take 1. Load and save speak 
for themselves — a vital function 
since everything you do must be 
saved for combining with other 
elements. All the other options 
present sub-menu icons. Word- 
shot is the storyboard and dia- 
logue department. Text can be 
written in normal or italic mode, 
in Several directions across the 
screen and in a range of ink and 
paper colours, Double sized 
letters may be used. One icon 


allows rubbing out of a screen, | 


and other work may be loaded in 
Or saved out. 

Soundtrack is a music editor. 
Films rely heavily on sound 
effects (FX), but there's no prov- 
1s109n for that, andthe Spectrum 
isn't exactly the best beast for 
effects. Notes may be entered, 
heard or rubbed out as well as 
saved, Uther music pieces may 


belgaded in for adding to them | 


or altering, 

Action is a character gener- 
ator and editor, which allows 
you to build up figures or 
objects, invert them, mirror or 
rotate them and two-frame 
animate them. Icons are used for 
all the actions, with a grid being 
drawn in the display area and 
the cursor keys used to fill in the 
character grid. Black or white 
trubs out pixels) is toggled on or 
off with the zero key. Again, ink 
and paper colours may be selec- 


| ted, and everything saved or 


earlier work loaded in. 
Screenshot is another 
graphics generator/editor, 
alowing the creation of back- 
; ira scenery for your movie. 
thick or “thin pencil may be 
used, designs and shapes being 
done on à blow-up grid similar 
to that used in action. Closed 
shapes can be filed from the 
Spectrum's colour palette, dif- 
ferentiating between ink and 
paper. 
ake 1 is the editing depart- 
ment, the moment when allyour 
elements are combined to your 
cum choosing. 'Frames' may be 
dealt with one by one. Charac- 
ters may be brought from mem- 
Dry onto the screen and posit- 
ioned with the cursor, then taken 
thróugh the screen to complete 
their action. It's possible to have 
up to 12 sprites on screen at one 
time. Music may be added at 
appropriate moments, and the 
dialogue you have written can 
be scrolled across the bottom of 
the screen to complete the 
effect. A final icon allows a 
premiere" of your masterpiece, 
The booklet details how to set 
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later viewing on the telly (this is 
where you amaze your family 
and friends)! 

oide two of the cassette has a 
| program to load in with several 
elements already in there. This 
can be used as your first exer- 
cise in using Screenplay. The 


use”, but in truth | found it rather 

complex and fiddly and not par- 
| ticularly obvious in its use. The 
icons help, but the inter-relation 
of the elements is far from clear, 
and the booklat's descriptions of 
how to use the various editors or 
cursor functions within a mode 
lacks clarity, despite the icons 
being shown with brief explan- 
ations of their functions. 

Clearhy it's possible to create a 
semblance of a film, but the final 
result is somewhat primitive, 
looking more like an early 
French talkie with English sub- 
titles. VWVhilst | think there maybe 

uite a bit of appeal for the bud- 

ing film director inScreenpiey, 
and the price ofthe package isn't 
extraordinarily high, | cant 
really see that there is all that 
much point to it, and in truth the 
creation of film or TV proa- 
ramme using this computer 
software seems to me to be 
stretching the point further than 

itwants to go. 
| Roger Kean 


The Top Quality range 
of personalised printed shirts 


T-SHIRTS & SWEATSHIRTS 


by Interpriné 


for Pubs Clubs Firms 
Schools 


| EShirts 


iate ELICT FREE 
çã Ffri 


E vaiiá ainiris 


io ris Shiris 


Other Products 


Fes Mato LIGQIMNEEFA, 
aperta, Metal & 


FREE DESION 
SERVICE 
MUNIMUM 
ORDER -ONLY le 


Please send me your pRÉÉ colour brochure 
& details of your FREE styri voucher 


Dept CRA Dale Street, Craven Arms 


Shropshire SY7 9NY. 
Tel. Craven Arms [05882] 
2103 & 2502, 


up computer and video recorder | 
to save out the finished film fora | 


software is described as 'easy to | 





CHIMERA 


Producer: Firebird 
Retail price: £3.95 
Language: machine code 


' Author: 8 Ahmad 


New from Firebird's Super 
Silver range is Chimera, an 
arcade adventure set upon a 
large Flying Dutchmian look alike 
spaceship. À strange ghost ship 
has appeared far above the 
earth and placed itself in orbit 
over the USA. Apparently, its 
weapons are trained on arth, 
so America, thoughtful and 
caring nation that it is, has 
decided to destroy the ghost 
ship. Placed around the ship are 


| à number of warheads, all of 


which need to be primed before 
they can be activated. You have 
been sent upon à one man 
mission to prime the warheads 
and activate the destruction 
sequence to blow bits of the 
spaceship all over 
America. Not a trivial task for a 
single operative, for wholor 
whatlever placed the ship into 
orbit also placed many barriers 
in the way of anyone vd Ve 

activate the warheads. Your first 


roblem is to get past an electric | 


ence. Hint: wander about the 
maze and you will soon find a 
spanner that can be used to 
manually deactivate electric 
fences, 

Displayed from a very Alien 8 
point of view, Chimera uses the 
now tren Ultimate style of 
Era The main sprite has to 

e rotated until ft points in the 
direction you want to move, 
then moved. Along wilh the 
directional controls there's also 
a grab/use key for picking up 
and using handy objects found 
around the derelict hull. An 


| serolling message indicator is 


also included and provides a 
running e intao on what's 
happening. H you do cop min 
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sunmy | 


your quest, then tl even give a 
short analysis as to you why you 
died. 

Death is waiting for you in 
many shapes and sizes, Grabb- 
ing certain objects can end the 
game rather quickly — if you 
reach for an activated electric 
fence, for instance, and you 
dont have the spanner then 


you'll have to start again, And. 


radiators lap up your limited 
water reservas. You have a lim- 
ited quantity of provisions when 
ou set out on your mission, and 
it has to be completed before 
they run out. There's no mis- 
taking when vou get killed 


either, as the computer yelis out | su 


a hefty synthesised scream. 
Upon activating the warheads 
you then have a limited amount 
of time to retum to your start 
position before the. bombs go 
off, Naturally you want to save 
vourself as well as the restofthe 
world, Get back to home and the 
ame's over and everyone lives 
appily ever after. 





CRITICISM 


& "What a plot! I've seen better 
in an Irwin Allen movie. Still hi 
ame's not bad. H's high 
rivative, in terms of 

mate's Knight Lore and ie 8 
but when all is said and done, 
looks good, plays well and kept 
me interested for quite a while. 
HF more titles like this are re- 
leased for £3.95, we will all have 
something to be pleased about. 
H you bought the Ultimate 
games, then you may have had 
your fill of them by NOW. H ou 
missed Out, Or aré pista an ict, 
then this has to 
getting! 


& Chimera is graphicaily very 
similar to the Ultimate games; 
one difference though is that it is 
definitely more of an arcade 
adventure than Ultimate's hits. 
As far as gameplay goes, it is 
very easy to get into and can 


worth | 








prove quite addrictive but | cant | 
help thinking that there is too 
littie to the game. While the 
e are very good, there is 
ardly any significant anima- 

tion, which is a bit of a let down. 

Chimera is well worth the £3.95 
asking price but | suspect it will 
main RR to people who 
don't complex arcade 
adventures. ' | 


O The thing that really gets me 
is that there is nothing to kill off 
in the game because of the logic | 
problems. These, unfortunately, 
aba trite, inane and (after figur- 
ing them out) leave nothing 

stantial to do. Bearing that in 
mind, there are some clever 
sound effects, good graphics 
and a game that will be some- 
thing of a challenge (if for sli- 
ghtly annoving reasons), lts a 
well priced game. Perhaps it will 
encourage better. 


| COMMENTS 4 





Control keys: Z, €, B, M rotate 
left, X, V, N, SYMBOL SHIFT 
rotate right, A to ENTER move 


| forward, O to Pcollect/use, 


CAPS SHIFT or SPACE to pause 
ame 

5 | Joyetik Kempston, Interface 2, 
Cursor 

Keyboard play: Very 

Responsive 

Use of colour: Reasonable 

Graphics: Good 

Sound: Good sound effects 

Skill teveis: One 

Screens: 64 

General rating: Better than 

many full price games 


Use of computer 69% 
Graphics 72% 
Pla vability 73% 
Getting started 75% 
Addictive qualíties 67% 
Value for money 81% 
Overall 71% 





Another great new game from 


Bubble Bus 


By Stephen Crow 
Author of Wizard's Lair 
SPECTRUM 48K 


87 High Street, Tonbridge, Kent TN9 1RX 
Telephone: 0732 355962 Telex: 95151 


















= yimi= 


GEOFF 
CAPES 


MAIN 


Producer: Martech 

| Retail price: E7.95 
Language: machine code 
Author: John Wilson 


Untike some sports simulations 
Geolf Capes Strong Man req- 
uires more than mere joystick 
waggling. The game begins with 
a training sesston, the outcome 
of which governs your perform- 
ance for the six events. The task 
for this session is to build 
Geoff's strength up às much as 
you can. At the bottom of the 


screen you see an empty bar | 


graph. You have to wagale the 
joystick like crazy for a few 
seconds to get the red bar as far 
up the scale as possible. You can 


wimp out, and accept the default | 


strength, butit's not that macho. 
Every event begins with a rest 


period, when you share out the | 


strength vou have built up. The 
energy shown on the main 
bargraph can be allocated to the 
eight body parts represented by 
icons around the edge of the 
screen. Moving the árrow over 
an icon, you hold down fire until 
the desired amount of energy 
has been transferred onto the 
smaller bar graph contained 
within the icon. Repeat this 
rocess until all parts of the 
dy are awarded some 
strength. 

During an event, the rate at 
which a muscle's energy reserve 
15 depleted depends on the level 
of effort you selected at the start 
and how often that particular 
part of the body is used during 
the task. Care has to be taken in 
allocating strength reserves, for 
if any part of the body is called 
upon 
to have no strength, then Geoff 
coliapses exhausted and you 
have to begin the game afresh. 

During an event, the action is 
vigwed on a the central area of 
the screen, around which eight 
icons are grouped. The most 
novel feature of this game is the 
way in which joystici waggling 
has been replaced with “icon 
chasing', making it much more 
than a “how much punishment 
can vou give vour joystick 
| game. The Zand X keys are used 
at the start of each event to 
move a horizontal bar up and 
down on a scale from O to 100, 
indicating the effort Geoff is to 
put into the task in hand. The 
more effort Geoff puts into an 
event, the more rapidly he can 
complete it, and the more diffi- 
cultitis for you! 


| mess u 
| until all the icons flash red, 


uring an event and found | 














During the Lorry Pull, Barrel 
Loading and Car Roll events, the 


| eight muscle icons around the 


screen flash, indicating the 


| order in which the muscles are 
| called upon as Geoff gets going. 


STRONG- 


You must foltow the order of the 
Hashing icons by moving a 
vellow arrow over each icon in 
the sequence and pressing fire. 
IH vou manage to follow the 
order, then the icon you selected 


| flashes green. If you select an 
| Icon out of sequence then it 
| flashes red. H vou fall too far 


behind the sequence, Geoff 
grinds to a halt — and if you 
totally, you can wait 


indicating that the sequence is 
about to start again. The speed 
at which the icons flash yellow 
depends on the amount of effort 


| you have selected — at 100 


percent you daren't blink. You 
are competing against the clock 
in allthree events. 

The Log Chop requires vou to 
press the fire button with split 
second timing. An Axe moves to 





and fro across the screen, above 
a log. When fire is pressed it 
descends and chops a lump out 
of the wood. Sections of soft- 
wood take one chop to cut 
through, hardwood needs two 


chops and knots, toughest ofall, | 


three chops. The aim is to select 
an easy section of log to attack, 
so you can cut through within 
the time limit. 

Barrel Loading uses both joy- 
stick waggling and icon chase. 
Geoff must load five barreis 
onto à truck within the time 
allowed. Waggling the joystick 
moves him over to the barrel 
and makes him pick it up. From 
here on, chase the icons until he 
reaches the truck, then press fire 


at the right moment and Geoff | 


lobs the barrel into the truck. 
Then it's back acróss the screen 


| to collect the next barrel... 


The Fairground Bell retigs on a 
sustained period of waggling, 
until all of the muscle icons flast 
red indicating that Geoff is 
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ready. Hitting the fire button 
brings the hammer down with a 
vengeance. The quicker you are 
at hitting fire after the muscles 
have flashed red, the better 
Geoff does. 


Sumo Wrestling is the last | 


event, and the only event where 
Geoff is forced to take on 
another competitor, face to face. 


| The winner is the person who 


pushes his opponent out of the 
ring within the qualifying time, 
Pressing the fire button at the 


right moment gain ground for | 


Geoff: bad timing loses ground, 
Although Geoff 
score for the completion of each 
event, the aim isto complete all 
six. he fails in ary event, either 
because he was exhausted or 
because he failed to qualify, 
then a new game starts. Should 
Geoff emerge from the events 


victorious you can have another | 


training session and begin ag- 
ain, but this time the events are 


harder to complete than thetime | 


before. If you want to keep 
measure of your muscle power, 


5 awarded a | 


now but Martech's latest release 
Injecis new vigour into the now 
wom idea, Because the game 
doesn't depend so much on 
smashing your joystick it is 
much more enjoyabie. The gra- 
phics aren't that impressive and 
the game suffers from a distinct 
lack of animation, but overall it 
presents a fair challenge. This 
type of game is very playable 
but after you have played all the 
events it can start to get a bit 


| boring. Geoff Capes is definitely 


one of those games worth gett- 
ing df vou know you like the 


| type F 


O '| liked the way in which 
reaction skilis as well as joystick- 
destroving ability have been 
combined in this game. The 
events all present a fair chall- 
enge — with the possible excep- 
tion of the Log Chop, which is 

pe dçd unimspiring and 
fairly simplistic. You just have to 
crank effort up to maximum-and 


keep pressing the fire button at | 


the right moment, Overall a nice 
competitive game, from a diff- 
erent mould tô Daly's and the 
rest. The tunes which accomp- 
amed each event were quite 


= | joily too! 


COMMENTS | 


then remember to enter your 
name on the high score table, 





CRITICISM 


€ Though not being overkeen 
on this type of simulation | was 
quo impressed by Geoff Capes 
trong Man. Unlike other sport 
type simulations, this one was 
not wholly dependent on joy- 
waggling. The muscle 


selector is a great idea — com- | 


bined with the effort selector, 
quite a bit of control is available 
over eg For a e NO 
game, there is quite lot scope, 
with the six events being quite 
different from one another. This 
is definitely one of the best 
nd of this: 
rum. rth a look at 
over yuletide season. 
O “Sporis simulations have 
become a bit long in the tooth 


to appear on | 








Control keys: Oto T left, Y'to P 
night, 1 to Q up, Ato L down, 
SPACE to fire 
Joystick: Kempston, Interface 2 
Keyboard play: not 
recommended, especially for 
building up strength 
Use of colour: effective 
Graphies: nothing special, 
really, but adequate 
und; appropriate tunes at the 

start of each event 
Skill levels: one, gettin 

rogressively more difficult 
std ns: 6 events, plus High 


Score table and training screens | 


General rating: a pleasant 
change from perpetual joystick 
waggling athlete' games 


Use of computer 77% 
Graphics 71% 
Playability 85% 
Getting started 81% 
Addictive qualíties 73% 
Value for money 79% 
Overall 78% 
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including PARTS - INSURANCE ani P & P. RE 
NO HIDDEN we don't give you a between price and let you agrirs á 


the bill, we e vou a 100% fixed price NO extras, Wi 


EXTR AS don't need to boast about our service, we ção - 
4000's of customers from all over the world highly 





delighted with ur service and help. Only 20 

minutes from Manchester Centre. BBC, Commodore 64, Vic 20, also repaired 

call us for details. 

Don't walt weeks for your repair, we turn around all computers in 24 hrs. AM 

repairs Edg a full 3 month guarantee, plus On every Spectrum we repair, we 

send vou a free game worth E5.95 for your enjoyment and pleasure. 

* Wnleyou walt service by Professional * MostSpectrums repelred within 45 minutes. 
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address or phone number and we will contact you same day by phone or letter with quote, lfyou prefer, please | RER 
YOU R COMPUTER caius ana we wii give you à quote over the phone, we aim to please. That's what made us the most reliabie ia Pas 
service centre, 
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In Swords and Sorcery you play the partotan a 


idors and rooms that form the playing area of the basic game, your 


saved out to tape and re-used in subsequent games, or indeed, 
transferred to other game scenarios. 


way of spell-casting abilities or fighting prowess, but as you en- 
por character becomes more powerful. With practice, you will learn 


within the dungeon, gaining skills and becoming more able to deal 
with the tricky situations that await you around every corner, 


and a whole host of tricks, traps and problems lie in wait as you 
explore the dungeons, using the computer as your eyes and your 
wits as quide. Moving through the corridors and rooms, a view of 
| vour characters progress is presented in a three dimensional 

* window, which presents a moving picture rather as if you had a 
video camera strapped to your shoulder. (Weesell, not exactly in 

sibeir living technicolour, but we're talking Spectrum here, not 

ray 1] 

For [9.95 vou certainly got your money's worth of fun — and for 
those who want more, PSS will be offering a range of extras which 
enhance the initial playing environment. À village module, due for 
release in the New Year, will allow you to take a character into the 
world outside the dungeon. It'Il be possible to trade articles from 
vour character's inventory for objects in the village — weapons and 
charms may be purchased, for instance, and then taken into the 
dungeon to make life easier on the quest. 

And there's no reason why a character run by one person can't be 
pitted against someone else's Swords and Sorcery persona — an 


dventurer who has SR 
entered the catacombs wherein lies the priceless armour made by W 
4 Zob, Master Armourer. Às you progress round the network of corr. 


character will slowly develop skills and attributes — which can be ? E 


counter monsters and defeat them and find objects and use them [da 


ow best to use the treasures, weapons and artefacts contained EM 


Spells can be cast, monsters greeted, threatened, foughtor bribed | 




















love tuniea 
people to load their characters into a common environment and sy 
tout! The definitive answer to those “my character's tougher thais 
yours” arguments. These add-on modules will cost less than ES 
gach, so should be within every player's financial grasp. 

All this variety is made possible by the MIDAS system, unôa 





| - see à which the initial module, Swords and Sorcery, was written. In th 
To begin with, your character is not blessed with very much in the Eaaaa 


à basic game, you have three dungeon levels to explore. No less tha 


EM forty eight different monsters lurk round comers and hide in rooms 


Each monster has its own particular characteristics, strengths a 
O wsaknesses — and it is up to you-to decide whether to fight or fig 
when you come across one of the dungeon's animate inha bitants. 

It's a captivating game, which can be played in a number of ways 
going on a monster hunt for example, or entering the dungeon wii 
a view to improving your character's skills in a specific area, perhapl N 
magic-using are just two possible approaches. There's always them) 
lure of that priceless armour ... Our Mr Brewster was well impresa) 
sed with the game — it's a SMASH this issue, at any rate — “andmf 
mistake!” | 

For fun, we'd like you to design a monster that might be found 
round a corner in Swords and Sorcery. Top prize in the monster 
designing stakes is a real laser disk based video game — Dragon EM 
Lair — an ideal means of filling those little awkward moments mA 
between games of Swords. Twenty five runners up are going to will 
their very own PSS Goodie Bag, too, containing software, posterao 
sc — the usual range of nice things to impress your friend” 
with. 

What vou have to do is design (create?) a monster. À totalil 
original (and probably very nasty) monster that hasn't appears 
anywhere else before, except in your imagination. Send us 8M 
description of its appearance, attributes, weaknesses (if any), chars 


5 acter, magic using abilities and general temperament. lf you realtao 


want to round off your entry, a picture of the beast might be an ida 


a ã n A = 
é aê 
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| COMCOM TWIN JOYSTICK 
Programmable Joystick INTERFAGE 
Interface tor lhe Spectrum Two port version allows 


| connection Of two joysticks 
Simple and fast for sequential two player 





















fi bd Plug the six games using same key 
function connectors into the ositions 

required Spectrum key inon-independent!) 
positions - Ready! 

paprorta joysticks with two 92.95 incl. VAT + P&P 
ld ependent fire actions: 


Photon Blasters and Neutron | 2Z+2 
Bombs at the touch of your 
fingertips. 


Extension port for combined modified to incorporate 2 


use of peripherals. independent fire actions and 
t 
Compatible with al Atari: No fapie fire option 
pe joysticks including . 
Quiokshot y (without rapid £11 95 incl. VAT + P&P 
re option). | 7 
Select key functions anytime pollo HOTSHOT 
| - evenwhen the game is 
already toaded. with two independent fire 
















| | actions 
E 19,99 noi var +rse £8.95 incl. VAT + PP. 





DIGIT 


Provides a professional 
tactile feel to your Spectrum 
“Plus by removing the 
dreaded rubber membrane. 
Kit comes complete with a 
mianual for easy conversion. 
Stop wingeing and meaning 
DIGIT! 


ça. 50 incl. VAT + e 


FOR EACH COMCON OR COMCON TWIN 
ORDERED TOGETHER WITH A QUICKSHOT 2+2 
4! |OR FLIGHTLINK HOTSHOT JOYSTICK A 

*.* | COMBINATION DISCOUNT OF £2.00 MAY BE 
DEDUCTED. 

ALSO AVAILABLE FROM SELECTED RETAIL 
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E —ifyoucan bear to actually commit its form to parchment. 
To give just a little taste of the kind of monster we mean, here'sa 
E couple of thumbnail sketches taken from the Swords and Sorcery q 

manual: 















ar DEVIL MAGE: A Devil Mages is a powerful magic-using devil called Ma O ? 
je up from the Abyss. Devil Mages avoid hand'to hand combat, prefer- à ego 
an ing to blow their victims apart from a sensible distance. Not even Mr./Mrs./Miss: 
5. MA remotely harmiess. 





MT asda as sd iii e, 
ae E GORGONS: In Greek mythology, Medusa and her sisters were “NA 

RE Gorgons with the ability to turn those who viewed them into stone. dd. 
s- NM Being tumed to stone is ever-so-slightly fatal. Às a rule, avoid TIA 


th HM Gorgons — unless you want to be stoned, do Dá Code | Tom rico | Total£ | 
dé HM REVENANT GUARDIANS; These unfortunate creatures were once RP. | /01 | Interface EE EEE 
[ [02 [comeonTwininteriaco | 6295) | 


Postcode: 









Lar 
tw 
i 
= 


14 adventurers neo ps RA e been hound ct perpotual Fr, 

o | service as guardians, and though their flesh has long since rotted | | 
no | | away, their powers remain strong. Beware, lest this happens to E 
- you! 


na CEA RA 
ar- DM 
1s Now, these little pencil portraits are very short, pithy and to the point REA iai] 
in BRA — em comés to describing nearly fifty monsters in pena ah 
rim | manual, there's notmuch room to go into anything more than the Tod | TRUE 24 ASESger Ec | 
rs, uart details. Go into as much detail as you like, within reason, als? Vas é Less Combination Discount | 
ds E when it comes to describin ur monster. era eque/post 
" Good luck, don't get too ightened while you work on yourentry Cd |enclose a cheque/ al order made payabie to 

ilhy MM) andmake sure it arrives at SWORDS AND SORCERY COMPETITION, qBs | Sendto: = Frel Ltd. for: 
ad PO BOX 10, LUDLOW, SHROPSHIRE, 5Y8 1DB by or before 30th | - == ES 

a esa dgo And esa Ruan am about chientin, We've got a 1 Hockeys Mill, Temeside, 
ar- copy of “OU “the Fighting Fantasy Monster-ography. MM : 
dy fl be reviewed along with your creations, probably in the March ” qa a Ludiow, ohropshire SY8 1PD 


lea A Issue. É DEALER ENQUIRIES WELCOME: PHONE LUDLOW (0584) 4894 
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do CRASH Christmas Special 1985 





A Chance to Complete Your 
Collection of Ocean's 1985 
Premier Cru Vintage Games 


n was a 
TOO easy, j 50 we've 
complicated matters a irttle bit. | 

What we've a pese done is 

messed rour the photies | 

a little bit — you ei 

got the full picture to play with, 

as thoy say. (Heaven banido who 

THEY are, but we'll leave that 
uestion for another compet- 

ion shall we? — Comps 

O se AR A | GA 

you can 
from the fes 





choose one of the 
on these pages and 
ho oca it totally ph pe 
nã io smorado É lucky 
Pac ae will a game 
ep am sesmir Goodie ep 
g 


moved to pop a few good- 
ies in, by way ofa 1986 surprise! 
Pore jd the pictures, flip 
e our Back Issue collec- 
ira really sti 4 
ee work out the names of the 
games. Jot them down on the 
entry form, next to the identify- 
ii Ag e sowre know 
ich one of 
you'd like, ring 
of choice. Add your name 
| address, put the form in an 
GETNTONO: cook on a low oven 
for around twenty minutes and.. 


round the game | 





identify 
ati] VM PLAYING OCEAN SPOT THE GAME 


| Fve worked out the names of the games and have 
written them ever-so-neatly against the letters below, 

|! which correspond to the piccies. AND I've ringed my 
choice of prize. 


LÃ OCR o Do DM DO O da MA | re EEE Em COMA CER ERENHANARI A. 


senna da dante ro a CS o O a a RT 


MM NO do to do da E oo DO A DM JR O O O O DO DO A) 
SENSE. 
EE E Em 
mma ca a RD CR a O a 
PLS Re Me a Do Eu fu o a o E RA Mi imo frei O DO DD A 


aca a nn ataca E a q e TR O o ma 


erram wwantcunas aee sta. mod mm 


CRASH Christmas Special 1985 47 


EE ——— O E 


THEIR ONLY HOPE WAS YOUR 
PROMISE TO BRING THEM BACK ALIVE... 


BEACH-HEAD H 


INCREDIBLY REALISTIC 
VOICE SIMULATION 


ONE PLAYER PLUS TRUE 
HEAD-TO-HEAD TWO 
PLAYER FACILITY 


HIGH 
RESOLUTION 
ANIMATED 
GRAPHIC 
SCREENS 


“Nou. Ê 


“Beachalaão TR | 

must be Bne or | e é dy 
the best games 4 cass. 89.98 058 disc ág4 98 
tomarem Roc 


acrassine 
Atiantit : 








This is a slightly shorter version of the Forum in order to fitin a BUG 
BOX special by PAUL MALLINSON from Doncaster, whose comic 
strip The Day the Bugs took over at CRASH and ZZAP! impressed 
me no end when it turned up earlier in the year, Some ofits contents 
have become out of date due to changes In the ZZAP! editorial team, 
but the general story stillholds good — and i'm Hattered! 

Instead of kicking off with the Letter of the Month, the writer of 
which receives EZ0 worth of software of their choice, don forget. 
this month it is the second one in, because ofthe way they flow! 



















NOT LLOYD'S 
FAULT 


Dear Lloyd, 

| have been reading CRASH 
since the June 85 issues and | 
would like to say a few words on 


to point out that this letters 
section is for everybody. Most 
readers do not want to read 
about thirteen year-old school 
boys called Mark Jagasia (no 
offence), We do not want to read 
about CRASH making an error 

| on Dambusters by putting 633 
instead of 617. Now come on 


| GETIT TOGETHER 
Mangram 

Three. opa on making a 

| complete hash of'the last few 
issues of « Feducing 
Forum to the level of such trivia 
“asthe late lamented Big K. Way 


Rr in vs Ryaland old days Of 
ag and tod Elst 
“Man, 


became 'Publi caia Executivo 
é used to se age a 
| ving enough space to prin 
“pur ts Anel ipresu why my 
letter NAVOE GO pe printed). 
Now the amountof Spectrum 
software being released is 
tailing off, you apparentiy have 
too much space and some 
rala minion has ota to 
fillitwith the pathetic Bug Box. 
| This reader seems to recall that 
| the original Oli-bugs were small 
pintura tastefully drawn aê a 
good artist and designed to tiver 
up'the Forum and to break up 
the text into smaller, more 
readable blocks. alleviating the 
boredom of reading pages 
| e ps with text. Perhaps. 
the ie sa was to make Bug Box 
like this but the intention was 
| surely not'for it to take its 
present form — namely, a load 





























your magazine, First, Iwould like | 





“Statusasan pela Act igure 





| CRASH readers, pull yourselves 


together. Let's make a fresh start 
in the January issue. There, 
there Lloyd, [know itwasn't 
your fault. 
Secondly, your reviews. | 

would like to say that they are 

reat. Keep itup. Overall Lloyd, | 
think the mag is really, really 
terrific and | shall always buy it, 
no matter what the price. 
Michael Handy, Tyne & Wear 


Thanks Michael, it's nice to 
know there are stitl a few loyal 
fans out there, who appreciate 
my hard work! 

É lo the NEXT reader... 


ofinfantite bull... 
e e 6 pn 

E] crayon could reprod Sra 

ofthe Estar end 


ese caros rtoons abo 


amazin UVS 
g : Po 


a 
atthem, Apiinedas ceia to be om 
familiar terms. These cartoons 
aren't funny, just foolish and 
immature. 

Also | cannot compliment you 
on your choice of letters — 
“Electro Bop', Knight Lore/ Alien 
& controversy ane the wom 
who write “funny letters most 
ofwhich beto rubbisho. 

dpáod É aa der 
wriggle out ofthis saying you 
just ida what we send in— it's 

ou who decides which ofthe 

leitora actually goto print. Okay, 
after all the abuse, here are 
some suggestions grid gsgaf to 


problems 
Box andg et Oli back on the job: 
Print dest letters like David 
Slater's in the November ish. 
What about cutting out a lot of 
thetrivia y printing a photo of 
yourself. This may reduce vou 








“decline, itisin danger of losing a 


out. RS true, however, 


rd Aguia an 


“interesting en | 
“software on its way)! Tom isn't 
however 








Ba 


Oh wos ismel | have feiled you, oh CRASH readers, and this will mean spending 
“Christmas on the CRASH Gibbet, enduring all sorts-of unpleasantries, like being 
forced to watch Gary Liddon sat juicy slugs and being made to listen to Klaus 
bi the Merciless 5 aptly named, 
There's no fabaroonie subscription oHer this month, for you tó spend your 
Oh dear. Em in trouble. 


Wiundertich and his amazing organ. 


Christrras Pennies on, you ses. 
Fear not, th 


supply. He's sooco gresdy 


ge wall in 1986, and a happy lestiva wolgsil, 


RARAS ARA ARA 









would reduce the number of 
silly letters and cartoons. 
CRASH continues on this 


er. That may not seem like 
much to you but | assureyou 
there must be many others like 
me who feel the same way, NH 
you're not careful, you could 
end up with a smal eadership 
composed mainly of the Bo 


e group. 
Tom Buck Aberdeenshire 


There's some good poinis there, 
Tom, and No, ! won't y Mt sap 
E 


Forum does tend to rely on the 
content of what's sent in — 
that's only fair. | would like to 
hear what other readers thinkof 
these points. As for BUG BOX, | 
must say that some of the stuff 
has been ed pod. d think 
you think. 
this da É saroom Ss paço y 
worthy of bein nted, Over to 
pou Tom fand' that's one letter 
vou have got printed and what's 
more, ! thought it was 
b to be this 
moenth's letter of the month — 


alone in his thoug 


A CHRISTMAS MESSAGE FROM THE EX-MARKETING MINION 






h, folks. Once I've listened to the collected works of Klaus (not 
Santa Klaus, sadhy) Iwill-get to work and attempt to make amends by presenting 
vou with a truly wonderous dealto start the Now Fear with. So don't rugh off and 
spend ailyou loot untilyou've seen what's on offer in our February issue, Which 
vyou'Tibe able to get at the end of January 1986. 

Andtor 24 you disappointed peoples, still waiting for Street Mark, wluch you 
ordered ages and ages ego, here s somensms: Auntie Aggis assuras me thai she 
should be receiving the game from Ocean by the end of this year. Hyou can't 
stand waiting any longer, give her a ring on 0584 5620 and she Metyou know lhe 
titles of the games you Can have as an alternativo. 

Ho hum. ls offto the Gibbet. Think ofma, while you're opening your pressiés 
and tro Lapada qt 6 Lo texpoctNleven getastrayslug from Mr Liddon'a 


COMMENTS 


| some really silly letters as well. 


 somewhat, 








RIDICULOUS, 
PETTY 


Dear Sir, 

Lam writing to your magazine 
for the second time to tell you 
what land many of my friends 
think about your Forum. | think 
it's the most interesting part of 
the magazine because | like to 
hear what other people think 
aboutthe magazine and about | 
the computer market as a whole. 
But | also feel that people write 


For instance, some moan about 
small printing errors or whether 
Ghosthbusters is good or not. 
This is a matter of opinion and 
the whole universe does not 
want to know. | also think that 
the petty comments on whether 
Lloyd Mangram is better than 
Robin Candy po ridiculous. 
Every makes mistakes and 
even CRASH | is not perfect. Al 
these letters take up a lot of 
space and spoil the Forum 





Another point | would like to 
make is about software piracy. 
Some software companies are 
making it very difficult to copy 





> 
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"their games. Although this 


poses few problems for the 
rome copier, who can spend 
time on one game, it must cause 
many more mistakes on the big 
time crooks' mass copiers, 
Incidentally, a certain high street 
store does not allow their games 
to be tested. They do however, 
let you buy the game, take it 
home and as long as you have 
the receipt, take the game back 
and get a refund. Surely this 


| makes it difficult for those who 


need the game only for an 
evening in order to copy it? 
Although they might get 
suspicious after a while. 

Iwould also like to point out 
that the Adventure International 
advertisement in the November 


“ishis extremely fere 4 k 
ut 


says Gremlins is a Smash 

the June review says nothing of 
the sort! It also claims that Robin 
of Sherwood is a Smash when, 
to my knowledge, is has not 
even been reviewed vet. 

Sean Crossan, Cambridge 


Iconfess to being surprised at 
how many readers do concern 
themselves about whether "m 


better than Robin Candy or not 


— there's no argument after all 
—- ["m better. You weren'tthe 


-oniy reader to wonder about the 
| Adventure International ads, 


Sean... 


Dear Lloyd, 
Adventure International are 
stretching the truth just a bit. In 
CRASH 22 page 130 the advert 
for Gremlins labels it with a 
CRASH SMASH award, but 
Derek, although he liked it only 
ave itseven outoften. Robin of 
Sherwood was indeed a SMASH 


but was nota ZZAPI SIZZLER as | d 


tha advert would have us 
believe. Both these awards are 
thought to be about the ultimate 
in reviewing marks and they act 
as a great influence on whether 
or notto buy. Whilst both the 
games are very good, surehy Al 
shouldn't be allowed to do this? 
Anthony Bailey, Carshalton, 


The Ad International business is 
abitofa mystery to me, 
although it's true that they were 
told that Robin of Sherwood was 
a Smash — the reviews were 


completed in between issue 


dates and they got that into their 
next ad rather fast. How did it 
happen then? 

As to the Mangram/ Candy 
type letters — well here's 
another ... 

LM 


SUSSED! 


Dear Lloyd, 
You may be able to fool some of 


| us most of'the time, most of us 





BBC REPAIRS!! 


First company in all U.K. to Introduce whlle-u-wait 
repair servicel : 
“have come across a firm that will be more than willine to acivise you às to how 
o remedy your problem, They are called MANC 
Faulty Spectrum, bla qto 





service. Now flrst 


ressonabhy cheap, and [ 
“My Spectrum blew recentiy 





E 


N 













LL LAB LTL 


discuss pour problems sith vou, andof 
| ; IMPORTANTLY] cormect mb 
Phil Rogers Prek & Pole, “Popular Computing Weekhy" Jar. 1985 [WoLIV, No. 1] 


NCOMP, oca cad 2 
WU 


pd took dt to MANCOME, who fixed it in É minutes! 
And for less than E TO. They are local, clued up, and blindingiy efficient,” 
column, “4 Hegtons Digest" (Woll, Mo 00] 
“One firm, at least, car usualiy elfect any rec 
minutes. Based in Manchester. MANCOMP can 
turnargund an the business, to persona! caliers”, “Crash Magazine”, June 985 
“Ola the repair companies Sinciair Liser'spoke 
professonal when it came to advice and a heipful arbitude”. August 1985 
e send Spectrum enci. E 1.80 returm postage [UK] E2.50 [Europe], 
E6.50 [Middle East, Africa). e Or phone/bring Spectrum for free, 
no obligation estimate. é We repair most Spectrums in minutes. 
e Every Spectrum sent insured ano by receipted parcel post (UK), 
registered air mail ifoverseas. * No hidden costs. 


to, MAM COMP seemed the most 


| MANCOMP LTD. dep: cu: dk. | 
| Printworks Lane, Manchester MI19 3JP. 
Phone 0061-224 1888/9888 

Open 9a.m. till 7p.m. Mon. to Sat. 


We also design hardware and software from idea through to 
manufacture. 


MANCOMP SPECTRUM MANCOMP BBC MANCOMP 


repair over the counter in 45 | 
winat is arguabiy the fastest 
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some ofthe time, but you can't 
fool all of us all of the time. You 
see, Mangram, we've got you 
sussed. You're no overworked 
underpaid superstar. You're not 
even called angram. 

Yes Lloyd, you're that world 
famous con-man, vor 
Disguisor. With your millions of 
isguises, you could pass 
yourself off as anyone vou 
wanted to. You've been tryingto 
rule the world for vears, haven't 
you Mangram? They say Hitler is 
dead but they never did find his 
body, did they? 

Now you have a new plan. 
You've led us along for almost 
two years but you have been 
sussed at last. Every CRASH 
Smash was written by you. 
Every game written by someone 
else was written off. Now you 


have got everyone playing your 
games, they can't stop. All you 
need to do sd dede 


games and stop writing CRASH 
and Britain will be yours. Soon 
the rest of the world will follow 
and your ambition will have 
been achieved. 

Weill, I'm going to stop you. 


| Ha! Yes, I too can disguise 
| myself and I've found out all 


our secrets. You see, | am 
obin Candy. | print tips and 
pokes so that your games can be 
nished,. | too wish to rule the 
world and | will. 
course | am opento bribes. 
For Scooby Doo and Robin of 
the Wood, you can have 
Australia, China and Russia. If 
it decide to throw in 
persports too, we ll let you 
have America. If you keep 
pn r brili mag, you can 
ave Ludlow — if you're lucky. 
Em waiting for your reply, 


Neil Commins, Stockport, 
Cheshire 


Acitually | did write a game once. 
ft was a huge maze game, and | 
wrote ft in BASIC on a ZX81 
using PRINT AT statementis for 


| the block graphics. Jolly good it 
| was too, Franco Frey did the 


movement routines for me to 
guide my little hero [an X) 
around the maze, But you can't 
too! me, [know you're not Robin 
Candy because your spelling is 
a good. 


ASTRO WHAT? 


Dear Lloyd, 

How on Earth can Hewson 
Consultants be serious b 
taunching such rubbish? | am of 
course, referring to Astro-Cione. 
| had bought Avalon and 
Dragontorc previously and 
found them to be entertaining 
and excellent. So after reading 
your review of Astro-cione | 
went out and bought it. | 
wondered why you had not 
piven ita Crash Smash. When | 
oaded it, | found out. The game 
was a terrible disappointment. 

ne “Defender screen was s0 





bip could barely look at 
a 


it. After taking the Valium, | 
loaded it o hoping that the 
screen might just be a bug in the 
program. | just cant believe that 


" agame with such a brilliant title 


screen and excellent 


| predecessors can be such a hair- 
“tearing, nail-biting pile of 
machine code. Maybe I'm over- 


reacting but when | had finished 

the game | was a nervous wreck. 
| spent a whole twe 

minutes trying to find the so 


“called Seiddab cruisers and 


when [did find one, itwas only a 
fleeting glimpse because | was 
instanthy destroyed by the 
millions of asteroids, rockets, 
lasers and so on. | hate this 
game so far. I've played it 
sixteen times so far and maybe 
fm useless but | only found a 
starbase twice and this is the 
worst bit. When you've docked 
in a starbase and you arein a 
room, it's really hard to see what 
you're doing because 

pd ido is the same colour 
and [Hound | was picking things 
up without realising it. 

It's à great shame Steve 
Tummer should write such a load 
of rubbish. Perhaps he should 
redesign the whole thing. 
Otherwise, | hope that Robin 
Candy prints some pokes to 
bypass the 'Defender' screen. 
Lastiy, | would like to point out 
that your review of Starquake 
was slightly misleading. There 
are in fact fourteen teleports and 
not six as your review stated. 
Neil Jackson, Kennington 


Um sorry to hear that you didn'tt 
aren t enjoyfing) Astro Clone. / 
have to admitto not playing i 


do Aid | 
that much myseil. although | | 


have watch the great RC 
wihizzing around the place. The 
Defender screens didn't seem 
às impossible as you describe, 
and [thought the starbase 


| interiors were very good, 


especially with the control 
method employed. However, | 


| would ane that the game isn't 
ertul as the Avalon duet. | 


as won 
És worth remembering that 


| programmers, like anyone else, 


can be uneven in making things. 
But fl's surely hardly deserving 
panre term “rubbish'? 


YOU'LL NEVER 
PRINTIT 


Dear Lloyd, 


| |know there's no chance of this 


letter being printed because you 
make them all up And you print 
all those letters bringing down 
Robin Candy while the rest of 
you get praise (mind you he 
deserves it). Anyway, to the 


reason why this letter won'tget | 


printed. The other day, | was 
thumbing through a copy of 
££AP! (forgive me) and to my 
horror discovered that w about 
you, like how old you are. You 
tell us nothing. Farewell, Lloyd. 
Keep looking behind you. Any 


D 








| 
| 


| 





































day nowand ... 
Jason Ayres, Eynsham, Oxon 


As a matter of fact I'm almost 

| exactly twice Robin Candy's 
age, so there's one fact — but | 
know vou won't believe it dt 
wasn tthe money lured me onto | 
the £ZAPI pages — it was the 
promise of a much bigger desk 
fwiich | didn't get — never trust 
management) and | don'tthink 
answer fetters that siag the 
Spectrum in any favourabie 
way. Would | do a thing like that, 
even fora bigger desk? Angus 
stopped writing for CRAS; 
because he got a different “day 
time” job at Games Workshop 
when they stopped doing 
computer software, and 
because he wanted to do more 
writing ee the line of short 
stories and things — and yes, we | 
might start printing some of our 
hi-scores, although you haveto | 
remember, we don't have time 
to get them — we're too busy 
Ars at the next set of games! 


HYPOCRITES 


Dear Lloyd, 

What the hell is all this fuss 
about piracy? You want to stop 
piracy - no way! Simply because 


SPECTRUM 48K £9.95 
*1 Player wargame againstiWehi 


* Aligraphio F antation ofthe 
Waterl DD battleiiela 

* 3 tavels of play 

* French army has “intelligent corps 
commanders — you cên give term full 
command ofa corps ór yóu can give 
Corps or unitorders 

* Detailed bogklet 

* Full detaiis of terrain feature and 
realistic strongpoints 


£ Buy one of thess games and enrolin 
Ed Lothfori 


| it remains too easy, Just look at 


the number of commercial 
copiers [whenever a new 
security device is invented, you 
can bet your microdrive there 
will be a new way to crack it). 
What you say about piracy will 
get nowhere while your 


| magazine continues to carry the 


adverts for them. It just makes 
vou look a hypocrite, Cant you 
see that? If magazines stopped 
printing these ads, it would help 
much more than just talking 
about it. Anyway, I'm sure 
someone else would buy the 
space. 

S Mabley, Kings Lynn, Norfolk 


[doubt very much whether us 
printing copier ads makes a jot 
of difference, and we aren't 
hypocrites — the ads are for 
microdrive facilities. Besides 
wrluch all the arguments put 


| forward in this column and any 


other in CRASH in the past [it's a 
subject ve tried to drop lately) 
have been about either the 
morality of piracy or the idiocy 
ofhelping to destroy an industry 
that provides entertainment. No 
one at CRASH has EVER 
suggested you can stamp ouí 
home copying — so perhaps 
you had better go back through 
CRASH and have a look at some 
im ose old arguments. 


AUSTERLITZ 
SPECTRUM ask £9.95 
*1 Player wargame — you 
play Napoleon 
* Secret movement by your 
Russian opponent 
* All graphic battlefield 
*3 levels of play 
* “Intelligent” corps 
commanders 


s * Detailed Booklet 


* Companion game to 
Waterloo 


* TIME SANCTUARY 


SPECTRUM 48K £7.95 


* Futuristic Adventure game 

* Fast, full colour surrealistic 

land graphics to Capture the 
mood of tha ummortdhy time sanctuary 

* Communication facility to address 

and bargain with the 78 characters | 
* Exploration ofmap, houses prdmazo | 


the WNarmaster Club and get another 


arma fr 


| q Be 
M€ Lothlorien Ltd, SGA Park Lane, Poynton, Tel: 0625 876642 
Om O O OO O O O O 


Computer ...cecesssanass 
Lenclose à cheque/PO made p: 


| Signature .... 


coco Please enrol me inthe Warmaster Club" ] 
, tble to MC Lothiorien (no membership fes) 
Please debit my Access Account No/VIGA 


REF C186 


| LOADING 


| around, without result, 


| until damuary Gthofihe new ves 


| before | could get my 





PA 


SCREENS PLEASE 


Dear Lloyd, 

Why don't you include shots of 
loading screens in your reviews | 
as Lam a great fan of loading 
screens and | really would like to 
see what they look like? lfthe 
game hasn't got one, then fair 
enough. 

Stephen Henstead, Pemberton, 
Wigan 


We often do put loading screens 
in the revigws, especially if they 
look good. Sometimes, 
however, it's a question 0f space 
allocation per review, and when 
using a loading screen might 
mean missing out a more useful 
game screen, then the choice 
alís in favour of the game 
screen. Another problem that 
sometimes aríses is that though 
we may have a finished copy of a 
game, sometimes the review 
copies are missing the 

Asia, ent of a loading screen. 


WHERE'S 
SCOOBY? 


] am — 
| Dear CRASH, 
| Yvhat's happening* Are you 
nothing 
q has been 
r desk for vou to 
E want LO KBSP US. | 
interested in y great mag so 
Caçada o 
1], 
| Computer seats ume am next] 
month. lfso, then vou do no 
| need to because | wouldn't trade 
CRASH for ZZAP! oranything 
| BISB 


Anyway: in vour Scooby Dos 


| FAVA. ANE 


“should be released at the end of | 
ctober'. Well | losked in every | 


computer sAóD for-miles 


Finally, Iphoned Elite who 


told me | would haveto mall 


it. So what did happen to 
release dates vou tola 
thousands about. Were vol 
gr the wy a information, 
À backs at Elite dr 
WETrE VOU just Wrong? 
Garrie Deadman, Bellingham 
No, we're noterackingup— at 
don't think so, though Um 
1s to what VOU are 
ve were not 


ano the hopeo tof 


VIVER OS 
feio 


ale Wa 


by Doo is 
expected any day, 


LM 


tastes. ie in that case do you | 
|] “Go d 


|| own. Why in ZZAP! is thersa 












THE PERFECT 
GAME 


Dear Lloyd, 

Here are a few of my vigws on 
what makes the perfect game. 
should have an extensive 
playing area of at least 70 
screens (my favourite game, 
atarquake has over 400 screens 
— quite an achievement for 
Bubble Bus). The game should 
have good graphics but nottoo | 
detailed as this seems to make | 
the colours clash quite 
repulsively. In this case, the best | 
example seems to be Dynamite | 
Dan. Lastly, the game should be | 
addictive and fast — lack of 
speed was what really let | 
Popeye down. | 
JP Morrow, West Denton, 
Newcastle upon Tyne 








































Anyone want to comment on 
that? lt would be enjoyabie to 
find out what CRASH readers 
reaify reckon makes the Perfect 
Game. let's hear. 


HYPOCRITES 
AGAIN 


Dear Floyd, 
Don't tell your cousin this but | 
think he's a hpyocrite. | am 
referring to Steve Johnson's 
letter in issue 21. He asked you 
to label the very best game in 
gach issue and also have a 
Worst game of the month' 
award. You rephed that it was 
better to just have a selection of | 
- ep games and let the reader 
ecide, according to his or her 





have a Medal" in ZZAPI to 
distinguish games of superior 
uality? Also Steve suggested 
hat rather than aaa ing a bad 
game's review with a 
disrespectful remark, you 
should let the review stand on its 


Tacky label which really brings 
down the game and software 
house concerned? 

Matthew Parselle, Wilmsiow, 
Cheshire 


The answer is actually dead 
simple — ! don't make up EZAPI! 
reviewing policy as regards 
Sizzlers, Gold Medals and the 
like, and | stick by my original 
words. The way ZZAP! works 
was set up first by its editor, 
Chris Anderson, when he came 
over from PCG magazine, and 
the Commodore readers 
obvious!y like the way that 
Works. 

LM 


So much for the Christmas 

Special letters, | hope everyone 
enjoys the BUG BOX Special —| 
thought the ideas and drawing 


were well worth its large-scale 
E inclusion. Back next month, 
E indeed, next year with more 
trom the pens of yourselves 





Rockn Wrestle-the first truly 3 dimensional combat sports simulation game. 
Dynamic graphics, state-of-the-art animation, 1 and 2 player mode, brilliant gameplay, 10 
difterent opponents and complete rock sound track. More joystick moves than you imagined = 
possible-over 25-including the atomic drop, aeroplane spin, piledriver, body slam, back breaker 
arm twist, elbow drop and turnbuckle fly. 


Rock'n Wrestle-the challenge begins here! 


Availabia for Spectrum £8.95, C64 and Amatrad £9.95. 
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| Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 STF. 

4 Trade enquiries call 01: 940 6064 

' Available from selected branches of (SEP). WHSMITH FÁARRERA WOOLIPORTN. LASKYS Rumbelows Drsens, 
Spectrum Shops, and all good software dealers 
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ARM THUNDERFLASH MISSES 






SPECTRUM , 


ORDER YOUR COPY NOW! To: INSIGHT SOFTWARE. 
17 HIGHER PARR ST.. THE FINGERPOST SHOPPING CENTRE, 
ST. MELENS, MERSEYSIDE, ENGLAND. WAS 146 
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NAME MA ETEO  s ssi ES RD AE Rg E UR 
doa ER SR RR RS DRDS DEAD PRO TERRE ato CRE RC Epa e 
COUNTY ESTAS, - POSTCODE 

Please send ME .....cis comes of BUCCANEEA at £ 7:95 including PAPINUE 

| enclosa a chequeiP.D. for É... 


YOU MAY ORDER BY ACCESS [] val] BY POST OR RING 
DURING OFACE HOURS Phone: 0744 22013 Telex; 623487 BLUECH 6. 
Please deb my credit card. x 





PAUL 
MALLIMISON |, 
O 985, 


car gar VE AND WAMED So 
inha > à Exa a 
y E “Re [Res 
Edo, EO a 


ET Enade te: nt PELE | 


n r k n 1 £ F ' 2a, E. = 7 
E, RM a DS, ni e 1º E. f- aÃ o 
Ma : ” F: ” d A e] , rê o Na k , Ee 
f . ça E 2 AT 4 E E 
mm = d= ic FE Vi Sina o 
fr [ is ” , 4 Ap: . LS i K ; 
E p:R 1) Ni |, Ea 1 r Te o sê 


CRE FeES DP T IT ABGUNo TO qoRTORt 1 


e RT SME CEM pI AP 
Fou Tar Gi-Bous «EE 
dd ZE DP TOUVGED PECA 
TSE FASES DE cêASA 





CRASH Christmas Special 1985 55 


A” 


ME STAFF Ea FOR 
TAGIO Lágtco dk 
RABT Lã ERC poeira: pt 
PATO gr pg 
UCG RAGT 


E 





Mew, 
SPECTRUM TAPE and DRIVE lá 
TRANSFER UTILITIES 


ALL SPECTRUM owners need TC? — our specialist tape 

utility. Send SAE for FULL DETAILS of this amazing and 

widely used program 

€ integral header reader 

: includes ancas RATE tupaad) miaasurer = 
can save high speed in “normal” form for 

DRIVE transfer igisiadá, 

8 so many extra features we can't possibiy list them here. 

Just try itand see. Às tha market leader wo can'tafiord to let 


Chomr. 

COST only E850 [or 9.99 on carteidgo go wrth MTE = special 
Mídrive program — E7.50 with MTB on tape) 
ia SPECTRUM id Peas rir a ida wBy ol 
ransterrmg ma aven the TEST | -spesd/) 
pro aeldnda their drives. Fou will be amazed! à ca 
meúlhods are expensive or very limited. 

Firsthy you will need our MD (for Mi drivel or WDIb [for 
Wafa or disc drivei. They give you the tools to convert - E MES 
dd rum ad and Inchudes ability EE a o N VA] E 24 E 

WERE. programs, spitíchop bytes in ane E DS O E É 

go, PALO cremtor. REM make visible etc, etc. FULL | ires Sara o á e & E a 
manual (highiy rated by CRASH) with example transfers, Ds: DE + E E > 
MOI or 16 cost 26.99 . 'Manages more programs” — it co re 1] 
Four Spectrum. (FCY siso nevdod for latest programs), 


LERM INFORMATION 

| SHEETS 

Each sheet gives you the DETAILED instructions required to 
transfer Roftho more POPULAR programas to drivo using our 
eb is They cost £1 EACH plus SAE. Up to sheet 5 
available. 

TRANSFER PACK — TC7 plus MTE plus MDIb on cartridgs 
with information shests 1-3 al for E15.50 (other drive 
and sheets for same price 





rita WD TD roplacinis MDTES 
UPDATE SERVICE: for latest versión on your LERM 
pacas sera old e plus largo SAE to get a f? 
DUCTION. OVERSEAS: add 7 Europe, EX others for sach 
product SAE for enquiries. 

ALL PROGRAMS CARRY A MONEY BACK GUARANTEE (not 

upaiates) e | 
| LERM, DEPT CR, 10 BRUNSWICK GDNS, 

| CORBY, NORTHANTS NNW 18 9ER 
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fl Spectrum 16k/48k or+ | 


“Ineredibly frustrating! - that's the verdict on 

| Cassetta-50's FROGGER. Satisfiod users tell 

| us it's one of the most challenging you'll find 
- dt's almost as good as the arcada version! 
CARGO has you trying desperately to 

complete your helicopter mission under 

attack. Plus 48 other tactical, logical and | 
adventure games festuring multi-coloured and 
user-defined graphics, scrolling and full use of | 
q | the Spectrum sound capabilities. 









SPECIAL | 
FREE WATCH// 













' , 1. Muncher 18. Shi Run 36. Draggold 
EO COMPUTER | BRO O Soler Ship DE Interno 
eso é Benim fitas O dO Vora 
| >>> Sá padecoa 35, Pppmton 3 se Mission 
“Sor £9.95 7 E MO 
CASSETTE 50 IS AVAILABLE OM TO. Alien Atteck 28. Cargo 45. Galaxy Defence | 






17. Lunar Landing 29. The Race 46. Cypher 

12, Maze Enter 30. The Skull 47 Jotmobilo 

13, Microtrap 31. Drbit 48. Barral Jump 
14. Motorway 32. Munch 49, Attachor 

15. Labyrinth 33. Bowis RD. Space Mission 


including FREE Watch and Postago | 


DIB is ATARI DRAGON ELECTRON 
VK=2O ORICI Zx8t apple Atmos 
16. Skiniles 34. Raiders 


Spectrum commodore « ANSIRAI | 17. Baco Track 35 Find 


20 KEY, MULTIFUNCTION | Names sed games may vary for coch type of computer 


CALCULATOR WATCH RS: | TT watch À Postaga FREE in UK. Add 1.00 for ovartass orders. 
with every order = ANE | sn with every 














Fros match and tnpo vailh o daspaiched winhinjia devo. 






Cassette 50 À postar order tar o | É | enteado Guons tia, 
EXPRESS DELIVERY-ORDER NOW! | or dhvougi amy Post Oie by TRANSCASH (Giro No. 685 6858) , 


Eae ferida Es 


COMMODORE 64 ATARI DRIE EM 
SPECTRUM VIE 20 EX a pára — j 
AMSTRAD A TRAC DRAGON | | ELECTRON | | 


Post Code Cascade Games Ltd, 1-3 Haywra Crescent, a 
Harrogate, North Torkshira, HG1 SEG, England 
C12-85 Telephone: 0473] 504663. Acginerei Number | 155554 ie 
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“Walkers will repair your computer at a realístic 
| price. 
You send a cheque not to Exceed £30.00; your 
computer will be repaired and 
returmed the same day or send for a free 
quotation. 
Most repairs will be in the range £15.00-—£30.00 
subject to machine, 
For information 
Telephone — 021-643-5474 
or simply send your computer together with the 
coupon below 
g Thomas Walker & Son Ltd, 58 Oxford Street, Birmingham B5 SNX E) 
E PLEASE TICK É | 
E DCHEQUEENCLOSED DFREEQUOTE DACCESSCARD A 
| E NAME 


E ADDRESS 
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DECO BRAVE A 
Available for Spectrum 48k at £8.95 
from your local stockist or direct from us at 
204 Worple Road, London SW20 8PN . 

Tel: 01-947 5624 Telex: 8944756 
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New, from the author of Fighter Pilot... a stunningly realistic helicopter Spina 

simulation that puts you in command of an Apache Advanced Attack BY DKMARSHALL 
helicopter. You will learn to take off, to land, to manoeuvre and 

locate and destroy enemy tanks using Hellfire anti-tank missiles. 

tou will experience authentic battlefield conditions as you en- 

deavour to carry out your mission and return safely to base. 


SPECTRUM 

Tomahawk 4BK 
Night Gunner 48K 
Fighter Plot 48H 


COMMODORE 54 
Speed King Disk 
Speed King Casseite 
Fighter Pilot Disk 
Fighter Pilot Casselte 
Fighter Pilot 


Fighier Pilol Disk 


Cheques payable to Digital Integration Ltd 
Henclose a cheque PO. for. 
Name === E 

Address 


TradeandEmor INTEGRATION 
Qua a | Watchmoor Trade Centre, | 

pinto mod 

VAT and p. & p. inclusive within UK [Overseas inc, 55p. per cassetie) e CUTE a 





e: E il 
E E 


Bil you have to do i: 
it off. We still offe 
but please rememb > 
times longer to reac 
post. If you would pr 
we recommend Ê 
received hd 


dO fimo 


CRASH RE de ri 


MAY BE 
ORDERED BY MAIL feet THE 
FORM BELOW. 


LED DO dry ne pragraminas vhtehomay nor be a ioble Fri th tofeware 
pre ese Feto E inaelvisa chá tá Co. Hret ind, ehecho open teto 


CRASH MICRO GAMES ACTION ORDER FORM 
Telephone Ludlow (0584) 5670. 


Please send me the following titles: Block capitals please! Subscribers=>void delay: pl. <efitjfi your code number! 
; Name. . 


| Subscriber No. | 
if applicable 


Address. 


o EO COR ae E o - AEE MM nm E e 
O DA E E MM NM E na =. om 


Postcode 


OFF ANY ORDER WORTH 


MORE THAN E20 
AJ prices are as quoted under revigw Please make cliques or 


headings and include VAT. Crash Micro postal orders payable to = ET epa 
Games Action make no charge for postage CRA SH MICRO”, From | EF; | ' pi bl emo ELI TH 
and packaging. Customers in Europe Europe we can accept x á NURE THAN É ad 

should add S0p per item for post and Sterling cheques or Total Enclosed É 

packing. Queside Europe, please write first Girochegues. 

so that we may advice on postage rates, 
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The most powerful games in the Universe! 


Braving enemy attack, the Undaunted must make her way 
through hostile waters and destroy the enemy stronghold. 
Only the most courageous crew will be able to take her 
there; only the most determined mind will be able to succeed. 


Available on: 
= AMSTRAD CPC 4641 
QE SPECTRUM 48K 
* Available soon: 
COMNODOTE 64 


Available from all good software shops. In case of difficulty write to: 
QUICKSILVA Ltd. Liberty House, 222 Regent Street, London WiR 7DB tel: 01 439 0666 
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The nice fellows at Micro 
Musical in Coventry, who make 
a MIDI interface for the Spec- 


pectable music with your Spec- 
trum, as the top prize in this 
Christmas Comp. À Casio CZ101 


trum, have decided to enter into 
the festive spirit and ofler 
CRASH readers the chance to 
win some musical prizes. 

Micro Musical's MIDI interface 
takes advantage of Romantic 
Robots music composing soft- 
ware, Music Typewriter, and 
allows you to control MIDI ins- 
truments with your Spectrum, 
composing and editing tunes 
ofí-line with the Music Type- 
writer, The interface package, 
ireviewmed in the November 
issue) includes a cassette copy 
of Music Typewriter, software to 
drive the interface and a micro- 
drive conversion program as 
well as the hardware tiself, and 
normally sell for around the 
E100 mark. 

And the Casto CZi01] — a 
synth with a five octave range 
and eight pre-set voices — can 
be found in the shops for around 
[350, Not surprisinghy, it is MIDI 
compatible. Micro Músical arê 
offering a complete package, 
containing everything vou need 


and a Micro Musical MIDI inter 
face will soon be in the hands of 
à lucky CRASH reader. ' 

Being generous to a fault, 
Micro Musical are also going to 
give away a couple of their MIDI 
interface packs as consolation 
prizes to runners up. 


Our In-House Musical Maestro, 
Jon Bates, has been telling you 
about MIDI in TECH NICHE for a 
few months now. He's come up 
with a bijou quizette to test your 
attention — and knowledge of 
MIDI and things musical. Jon's 
set seven questions for you to 
ponder, and onçe you've come 
up with the answers, jot them 
down on the entry form and 
whizz it off to MIDI COMP, PO 
BOX 10, LUDLOW,  SHROP- 
SHIRE SY8 1DB to arrive by 30th 
January 1986. Who knows, you 
could be up there on stage with 
some of the rich and famous 
synthesiser players after a little 

ractice. emember | your 
umble Competition Minion if 


E SS sa RE: 
[= ipa SAO Eau: É 


E 


De oEriDa - 


vou do, won'tyou? 


TCE RS) | 


to start making some very res- 


4) How many synthesisers can a MIDI system control: 


A Etght 
É Sixty-four 
E Sixteer 


THE MICRO MUSICAL MIDI QUIZ 


MIDI is an acronym for: 
o 5) What is a MIDI “System Exclusive”: 

À Musical Instrument Digital Interface 

E Manhattan Island Digital Instruments 


E I A Something vou have designed yoursel 
U Musical Input Defaul Interface 


8 Something used between synthesisers made by the same 
manufacturer 
C MIDI transmission on only one-channel 


| 


!| Real-time sequencing Is: 


Í 


pa MITO] IX 


6) The idea of MIDI was conceived and formulated in: 


À 7969 
B 1481 
Cc 1984 


à doining songs together to run one after another 
É The micro memorising the tune às you play il 
C Several tunes played at the same time by the micro 


7) Micro Musical's system is monophonic. What does 
Monophonic mean: 


3! Which of these synthesisers will not plug in to a MIDI system 


P ms E air a ss É Eu T a 
3 nal E A a ds pr E qedas - aiS Eut lg 
E TM e MD ATACA EI 
As E | | ] É na = | 
i - RR Stcro, a 
a md = - 1 i = 
i es j Am E Pi e 
E. = 1 ea, E 
Ê reis Esse JE = 


à Yamaha DA? 
B Korg Poly 800 
E Mini Moog 


A Onhy one -sound can be used 
B Only One MOS E can be sounded af dir Che time 
É Only one synthesiser can be used ata time 
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LLOYD MANGRAM'S LOOK 


BACK AT 1985 


In the last Christmas Special 'Look Back”, | said 84 was 
probably the year of CRASH, but as during 85 our sales 
per month rose from 49,000 to over 100,000 copies, it 
seems | was happily pessimistic about the year to 
come. Now it is passed — and what a year it has been! 


Last year | was able to spot some trends — the death of the arcade 
shoot em up, the software slump, the dramatic improvement in 
software programming and the rise of the TV/Film/Game link up. 
During 85 | think it would be fair to say that the arcade shootem up 
made a significant come back, the software slump continued with 
many big and small companies vanishing, software programming 
techniques continued to improve and the TW/Film/Game tie-ins 
added books and commercial enterprise endorsements to become 
the most important aspect in games marketing. | be looking at all 


these trends as e! appear month by month, starting with the 84/85 


Christmas issue, 


uia Bege acre 
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a tradition that the 
year should ain with the end, 
8 Ultimately. Play The Game 
dashed out with the dual release 
of Undemwuride and Knight 
Lore. K was a bit 'controversial” 
in the sense that the high price 
tag remained and there were 
those who said Underwuride 
was too similar to Sabrewul 
despite the former being turned 
upright, Knight Lore was a dif- 
ferent matter with its spanking 
new 3D interactive graphics 
(Cfilmation') which got around 
the fact that the game itself 
wasn't so big. 

Fantasy had good pre-sales of 
their trilogy first part, Back- 
packers Guide to the Universe, 
pa rthy thanks to early publicity in 

RASH, but the review wasn't 
that hot because, despite very 
pretoy graphics by Stewart 

uecroft and some amusing 
ideas from Bob Hamilton, the 
action content seemed to be 
lacking and the zo0-strategical 
element wasn't | sufficient. 
However, it looked like a prom- 
ising start to what would even- 
tually build into a gigantic three- 
part game — but it was never 
realised. In the February issue 
we coolly reviewed Drive ln and 
shortly  afterwards Fantasy 
ceased to exist. 

" Software Projects had been a 
bit quiet, but in January had two 
ames on the go, Astronut and 
Doe Runner, both reasonably 
well received critically but under 
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-advertised and neither seemed 
to seriously grab the public's 
attention. Instead, the Soft Proj 
ad budget went on their Soft- 
ware Super Savers, latest in the 
proato line of low-cost games. 

espite good sales, budget 

ames were still a bit of a joke 
apart from one or two of Fire- 
bird's), and with games like 
Fred's Fan Factory and Moon 
Lighter among the six released, 
Software Super Savers didn't 
seem to be breaking the tradi- 
tion very much, but at least 
some of them were quite diffi- 
cult to play. 

Wanted: Monty Mole (CRASH 
readers” Best Platform Game 
from 84) had put Gremlin Gra- 
pn night on top, but their 

pectrum Porty Pigeon was a bit 
of a disappointment in the New 
Year, although it was an original 
reworking of Crowther's al- 
ready weak CBM6S version. 
Throughout the year, Gremlin 
would try to recapture the fresh 
spirit of Monty without comp- 
lete success until Peter Harrap's 
true follow up Monty on the Run. 

Not unlike Ultimate, Vortex is 
another software company 
whose de paço rests on few 
and usually good games written 
by Costa Panayi. Their follow-up 
to TLL was Cyclone. kt employed 
very similar 3D graphics to the 
former game with the addition 
of a slight strategical element, 
but generally we felt there was 
no significant advance made 
and it seemed to lack the lustre 
of excitement needed to make it 


a big game. 

ZSÁPI &4's hero Rockford 
made his first appearance on the 
Spectrum in Boulder Dash, a 
game | thought absolutely 
marvellous despite its initially 
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primitive-looking graphics. To 
play it was to become instant 
addicted, tcame from State 5 
but was marketed by Front 
Runner, K-Tel's re-named and 
somewhnat short-lived software 
company. 

Two big releases this month 
were (finally) Atarisoft's Pole 
Position and Domark's Eureka, 
Atari had a difficult task to beat 
the many previous releases all 
based on their road-racing ar- 
cade hit, and in fact they didn't 
really manage — the game was 
reasonable buttoo late. They did 
try an abortive earlier release at 
the 84 PCW Show, but criticism 
was so heavy it was withdrawn 
for improvements to be made. 
Eureka!, the multi-part adven- 
ture with a E25,000 prize for the 
first to complete it, was deseri- 
bed as a real game despite the 
hype, but Derek Brewster didn't 
agree. However he did like the 
second ever release from Dor- 
cas (formerly Doric), Runes of 
dendos, but sadly the Distribu- 
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tion network failed to see eve to 
eve with CRASH and the adven- 
turg never received the expo- 
sure and sales it deserved — 
very like Mizars Out of the 
Shadows. 

Two other games are worth & 
mention — Steve Davis Snooker 
from CDS and The Prince from 
CCS. The snooker game was a 
typical example of endorsement 
games, using a well known 
personality to help sell a pro- 
duct, in this case one of the best 
ever snooker/pool simulations, 
The Prince went some way to 
prove that sponsorship (The 
Cambridge Awards) can result 
in good programs. 

he only other item of note, is 
that this issue saw the first 
column from Robin Candy, an 
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enlarged edition of Pokes. Robin 
was to become a fixture if not 
exactly a fitting from this point 
on, and the bane of my life (but 
that's another story). 
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are Par en ca 
rs saw a few major rel 
gases, four from Ocean, still 
chasing that seemingly elusive 
CRASH Smash. The worthiest 
was probably Gift From the 
God's, the first game from a new 
team called Denton Designs, 
who were all ex-Imagine prog- 
rammers, party financed by 
Ocean and soon to delight with 
several more games. The best 
was Match Day, the football 
simulation to beat them all, and 
a game many readers felt we 
dismissed pela without 
being a Smash, The third was 
Hunchback Il not perhaps as 
delightful graphically as Hunch- 
e e 
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back, but à better game to play 
and at least à didn't ear the 
nickname Hunchbug like the 
first one did. The tfourth was 
another comeback in the form of 
Kong Strikes Back, an interes- 
ting but slighily indifferent 
game that lacked content but 
proved fairiy tough. 

Hewson Consultants came 
out with Technician Ted and 
proved that platform games 
could be tougher and better than 
det Set Willy. The public seemed 
to like ft as well and ft made the 
charts in a big way, upsetting 
those software houses who had 
turned the programmers down 
on the grounds that the game 
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was merely a Willy clone. Fire- 
bird proved they could release 
non-budget games in Buggy 
Blast and made a move towards 
reinstating the shoot em up with 
knobs on. Elite did the same 
with their next TV tieain Minmolf 
and sparked some controversy 
— CRASH liked the game be- 
cause it was tough (though not 
very Dig). whereas some other 
mags siated it as absolute 
rubbish. kt did pretty well in the 
charts though. 

Butthe two biggest releases in 
the sense of expectancy were 

end's The Great Space Race 
and Beyond's Doomdark's Re- 
venge. Alas, the former turned 
out to be the grandest flop in 
games software history — for 
ONCE every magazine critic and 
vintually every reader was in 
agreement, the box was fine, the 
contents amazingly poor. Be- 
yond, of course, fared much 
better and Mike Singleton's 
follow up to state-oí-the-art 
Lords of Midnight was an even 
better program (though some 
readers disagreed). The other 
big hype release was the Spec- 
trum version of Ghosthusters. 
This Activision “mega tie-in' has 
been claimed as the biggest 
seller of all time — a do pa 
however we felt that the great 
CBME4 sound track covered a 
lack of real game, and this was 
more strongly db dia on 
the Spectrum with a flat and 
inadequate rendering of the 
disco hit song. 

On the budget front, Master- 
tronic came of age with an 
excellent platform/maze/adve- 
nture game called Finders 
Keepers, upsetting some cher- 
ished beliefs (including some of 
ours) that budget software 
couldn't crack it, while a relati- 
vely new house, Dynavision 
chased the definitely elusive 
Caxxon' game with a similar 
rendition called Havoc — we felt 
itwas pretty poor. 

A quiet behind-the-scenes 
batile for the TV quiz series 
Blockbusters' came into the 
open when Macsen released a 
game of the same name, prop- 
erty licenced, and forced Comp- 
usound to change their earlier 
version to something else. This 
turned outto be Wender Bender, 
marketed by Ranks High. They 
bulhed us for some time to re- 
review Wender Bender on the 
Ea nds that they had had a raw 
leal, having received permis- 
sion to do 'Blockbusters' in the 
first place. Eventually we did re- 
review dt, only to find that Ranks 
High suddenly weren't answer- 
ab o phone. 

Another batile loomed within 
the pages of CRASH as a result 


of Derek's dismissive review of 
Interceptor's adventure Jewels 
of Babylon. One of the directors 
of the company rang and 
became quite insulting on the 
phone about both the review, 
CRASH and Derek Brewster. 
dar pad Kean, as is his wont, 
replied stingingly in the follow- 
ing issue. 


March saw six major games 
with widely differing appeal. 
Firebird kicked off with another 
large game in their “Gold” range. 
After some frenzied last minute 
name changing, it emerged as 
Gyron, a mega-maze game with 
a Porsche as a prize to the first 
completion. Although reviewed 
in March, readers had to wait 
some time for its actual release. 
Shoot em ms hit the vogue in a 
big way with Moon Cresta from 
Incentive, the first time this 
venerable and difficult arcade 
original had tumed up on a 
home computer. | 
Micromania hit gold with their 
maze shoot em up Project 
Future, but sadly it was to be 
Micromania's last appearance 
and within another two months 


they were gone, owed a fortune 


by the collapsing distributor, 
Tiger. Mikro-Gen's fortunes, 
however, never looked better 
with the release of another 
Wally Week program, the multi- 
character graphic adventure 
Everyone's a Weaily, The game 
was reckoned to be good 
enough not to need the song of 
the same name by Mike Berry, 
and if Mikro-Gen had hoped it 
might make the pop charts they 
were to be disappointed — 
however it did for a while 
become a regular musical catch- 
hrase on the Steve Wright 
how on Radio 1. | 
À company better known for 
their CBM64 games was Bubble 
Bus who, with their second ever 
spectrum release Wizard's Lair, 
made a Smash. Despite the 
gue visual similarity to Atic 
tac and Sabrewulf, in play it 
was sufficiently exciting and 
difficult to ear its own spurs. 
For adventurers, Derek tho- 
ught Spiderman from Adven 
ture International was a worthy 
hit from the Scott Adams stable. 
Sadly, the Steve Jackson games 
promised from Ad Int and re- 
orted in the previous issue, 
nave never materialised (alth- 
ough they are still being worked 
an. Another adventure (one 
from a time previous) well re- 
garded was castle Blackstar, 
shghtly rewritten from its orig- 
inal marketing, and put out by 
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US Gold, riding high with their 
rash of American Commodore 
games, were not doing quite so 
well with the Spectrum conver- 
sions. This month saw the rel- 
ease of Blue Max and (finally) 
the real Zaxxon. Both were 
disal inting, the latter proving 
that 'Zaxxon' was stilito be done 
properly on the Spectrum. 

elbourne House offered us 

an oddity in Helffire, a three-part 
game with good graphics but 
some strange gameplay — it 
didnt really hit home. Another 
ame that didn't hit probe 
cause it simply wasn't dift 
erent enough) was  Artic's 
Mutant Monty, and the lack of 
advertising to back it up seemed 
to point up Ártic's continuing 
declina as a software house. 
Virgin Games was another 
house in some decline (at least 
on the Spectrum although Str- 
angeloop for the CBM64 and 
Sorcery for the Amstrad did very 
well), but their strategy /simula- 


tion based on the evil doings of 
the pop business and called The 
Biz was well received. Evil 
doings were responsible for 
geting Monty Mole into prison, 

ut Gremlin Graphics stillhadn't 
recaptured the right form for 
their hero in Chris Kerry's Monty 
is trnocent — it looked as 
though it required an escape to 
get things moving again. 

Ski Star 2000 was one inter- 
esting program we reviewed, 
one of the first to start using 
icons to help the player, in this 
case to dra the ski slopes. h 
was from Richard Shepherd — 
an unusual departure for them. 
But the news everyone wanted 
was the password to access the 
very carefully protected second 
program on Design Design's 84 

à Dark Star. | was able to 
'exclusively reveal that to see 
Spectacle you had to type in 
Everyone's a nervous wreck'. | 
was thrilled — my first ever 
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April was an interesting month 
not so much for the volume of 
software produced, which was 
actually quite low, but because 
Ultimate released the well 
advertised and eu garty awaited 
Alien & — ând within days, the 
letters began to flow. It's a rip 
off, "Knight Lore in space with 
no improvements were typical 
of some of the comments. But 
many thought otherwise, the 
CRASH team included, and 
decided that Alien & was an 
improvement, Besides which, a 
fair person might have realised 
that after spending so long 
Carpe the 3D graphics 
used in Knight Lore, Ultimate 
was bound to employ them 
again. In fact within a few 
months many other software 


houses were to have à go at 
similar interactive 3D graphics, 
proving, if nothing else, that the 
cima believed Ultimate were 
right. 

Gremlin Graphics gave us a 
new hero in Sam Stoat [Safe- 
breaker), related in theory to 
Monty Mole, but again it didn't 
quite hit the spot. Mastertronic 
also dipped a bit with Chiller, a 
game that had done reasonably 
well on the 64 but translated 
poorly to the Spectrum. Ocean's 
offering was the intriguing Pud 
Pud, a game that was definitely 
odd odd. 

TV tie-ins continued unabated 
with the masters Elite and their 
Dukes of Hazzard and the less 
often heard of Red Shift and a 
strategical adventure based on 
the C's Tripods. Dukes of 
Hazzard seemed typical of Elite's 
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recent games, pretty good gra- 
gor but lacking in content. 

oth Derek Brewster and Angus 
Ryall slámmed Tripods into the 
ground. dida and tie-ins 
turned out to be a winner, 
however, for Argus Press Soft- 
ware with the release of their 
tense adventure based on the 
movie Alien — the first CRASH 
omash from Angus. 

US Gold finally struck pay dirt 
and a Smash with Ram Over 
Moscow, a game that finally 
presented a reasonabla 'Zaxx- 
on" style screen among others, 
and was successfully hyped by 
the press as “controversial' 
because of its Kremilin-attacking 
scenario. The * new look shoot 
em up was given a boost by 
System 3's Death Star Intere- 
eptor, which we thou E was 
pretty good, especially the 
space sequence, but  tiich 
some other mags regarded as 
utter rubbish. Romantic Robot, 
better known for utilities, sur- 
bia evervone by releasing 

riggler and getting a CRASH 
Smash, while Micromega sur- 
prised us by releasing A Day in 
the Life loft Sir Clive) and 
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made much impact and it looked 
as though another established 
and major house was in search 
of the right product. Unlike 
Melbourne House who released 
starion and for a while loóked as 
though they might have beaten 
Firebird onto the market with an 
Elite like game. The 3D vector 

raphics were just about the 
astest and smoothest vet seen 
on the Spectrum, and the add- 
ition of historical puzzle games 
made it quite unique. 





a nho 

Eh Ene IS 

a 1 
aço head Ed 






po 
Re A DE ma 





In fact May was a pod 
month. Hewson nto 

came out with Steve Turner's 
follow up Ed Dragontore of 
Avalon and it was even better 
than its forerunner, Avalon. US 
Gold had two smashes in the 
arcade conversions of Spy 


Hunter and the pre-karate rage 
Bruce Lee. A software house 
that had been a bit quiet since its 
e a que y adventures, was In- 

ut they put that right 





disappointing us for the first 
time. Addictive Games had lived 
successfully off Foothal! Man- 
ager for an eternity, so the re- 
lgase ofa similar game based on 
the software business and called 
Software Star was greeted with 
some interest, but it failed to live 
up to the more exciting world of 
SOCCEr. 

One of the other “majors”, 
Bug-Byte gave us a comho had 
been quiet for some time, came 
out with two very different 
ares Fantastic Foyaga and 

ighty Magus, but although 
they were both quite good in 
their own ways, neither really 
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with the furious puzzle game 
Confuzion, and at long last 
Ocean made its second CRASH 
Smash with Word Baseball 
Series although that was under 
the newly acquired name of 
Imagine. Even Elite, about 
whom we had been despairing 
ofa game to match the graphics, 
came up with a strong product In 
tha endorsed Grand National — 
the best yet horse racing game 
and one which boasted excel- 
lent equestrian animation. On 
the adventure front, Derek was 

retty thrilled with Level 9's 
atest graphic and text Emerald 
tste. By and large, everyone was 
so pleased that even Robin 
Candy went psychedelic in the 
Playing Tips. 
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à mixed bag this month with 
some disappointments and one 
or two pleasant surprises. The 
one dead cer! was Beyond's 
Shadowiire, the first fully icon- 
driven qraphics adventure. 
There was a danger that the 
novelty of the icons might dis- 


uise the lack of a game, but 
Beton Designs did a good job 


and the game matched its tre- 
mendous look, although Den- 
tons themselves admitted to 
wanting more game elements in 
the follow up when they got 
oing on it, The other Smashes 
or the month fell to adventure 
and strategy with Gremlins from 
Adventure International, 
Games Workshop's Gunestone, 
a E udrronárad adventure to 
rival Lords Midnight and 
Witches Cauldron, an adventure 
based on Mikro-Gen's famous 
Wally graphics and reviewed a 
bit later than it should have been 
as it proved too difficult for 
Derek to get thróugh without 
help! And on els strategy front- 
line, Angus was pleased with 
Arnhem from , à Company 
he had always regarded with 
mixed admiration and amuse- 
ment for their dogged struggle 
to convince an uncaring world 
that war games could be fun. He 
was also surprised that Loth- 
lorien turned in another worthy 
stra game called Overlord's. 
Lothlorien was about to be taken 
under the expanding wings of 
Argus Press Software — would 
it make any difference to their 
performance? 

Legend fought back against 
the r publicity generated by 
the flop of The Great Space Race 
hi providing us with the gra- 
ically interesting 3D game 
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Komplex, but despite its pro 
gramming worthiness and its 
immense size, it still seemed to 
lack something in play. À & E 
were also back with a follow up, 
trying to recapture the enig- 
matic success of Chuckie Egg 
with the appropriately named 
Chuckie Egg 2. In addictive 
terms it wasn't a patch on the 
first game, but it did offer num- 
erous platform leaping locations 
and plenty of adventure ele- 
ments to keep fans happy for 
some hours. Another follow up 





was Falcon Patrol 2 from Virgin 
Games (although the original 
had only been on the 64). This 
was a disappointment, a rather 
thin game and graphics that 
didn't look as though they had 


progressed ond  Durell's 
much earlier Harer Attack, 
which the game strongly 
resembled. 


One surprise hit was Tapper 
from US Bola. The game 3 
peared a month before on the 
and looked like a difficult one to 
translate well, but the Spectrum 
version from Platinum produc- 
tions was well up tô scratch 
despite the inevitable animation 
clashes, and proved to be one of 
those hugely and enjoyably 
frustrating. no-win games and 
one of my personal favourites. 
Tie-ins and endorsements 
were on the increase this 
month; after much pre-public- 
ty, DK'tronies released Minder, 
their tie-in game, based on the 
Thames TV series of the same 
name. CRASH had seen one or 
two vEry early verstons, and 
wasn't particularly impressed. À 
number of points made by Derek 
Brewster were passed back to 
thê programmer, but in the 
event the finished game failed to 
exóite us over much. Another 


a Eça 
e, JRGAS Ee E] 
ma [Ta 


Es 


Srs 


va nie E 
pt Ta de ER 





Ga DRA PRP 


EE 


Eta en 


Eae 


pi Ti tio 


E] 






PET 


SE 
é 


E 


Po mo 


OE TRR OCR AR 


o ER 


o Sn 


Ra TETE - 


PE em 


Er 


dra 
nes 
Fo 


ads Ur a EA 


E ui 7 
Tm GA qd 


ÊTRE 
ERR EE EAN 
ECT RS Do e É 


EPE Rear Earp 


a Rs 


tado 
Lic: 


[E 
= a F 


Pã 


ds REED) 
Es: A a 


rj 
Teu 

















pe RR 


ns 
mn 
É 


E 
pe 
E 


ipi 


am 
É 


da aims 


ES 
Epa 


x 
pa 
= 


RETA 
J TARA Fo “Tp = 
Ep EL pda. ido Su RSto 


e JÁ ci] 


OE pap 


e E LP 


=== 
Pipe E e Er 
Fr ri 


Ir 


É ETA neo mt E o =" a 
“= E E 
er Ar qi rr da Ela, Ee E re nei? E - 


EE 


Don't just take our word for it 
SEE FOR YOURSELVES! 


emu 
po k mai 


Es 
dy 


Ey 





Re) 
AVAILABLE 
AMSTRAD 
cass.&0.95 disk &]4. 85 
SPECTRUM 46k 
cassette EDS 


2” 





48K SINCLAIR SPECTRUM 


E poa ie 
ca jd bo z 
E Pa! nº RES 
“a E js, ni ps * E SF 
na, AR] | va E : i ] 
º a ' ] É ca EFE = 
EE LTEPTA e . 
ç Gir 
1 ] ] qa 
] a 
ul 
| ' 
| 
| 


[ULTIMATE PLAY THE GH 


“CYBERUN”, “GUNFRIGHT”, “PENTAGRAM” recommended retail price 49.95 inc VAT. 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LEG 5JU 
(P&P are included) Tel: 0530 411485 
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tie-in was Give my Regards to 
Broad Street, a novel travel and 
search adventure with arcade 
overtones based on Paul Me- 
Cartney's musical film, which 
Argus Press Software brought 
out under their “Mind Games' 
seres. Às mentioned previou- 
sly, there was Gremlins, our 
preview of Frankie Goes to 
Hollywood, Jonah att lei 5 
Squash and 977TS. The latter, 
from Elite seemed to play too 
heavily on the graphics used in 
Grand National to be very diff 
erent and the tie-in with Dunlop 
Tyres turned out to be more of a 
marketing element than it first 
seemed, in as much as e gera 
had originally been developed 
purely for Dunlop. Dunlop also 
make sporis equipment, possi- 
by even Jonah Barrington's 

uash balls (Em no expert), 

which featured in the tough 
simulation by Malcolm Evans of 


Generation. 

“On the budget front Master- 
tronic released the unpronoune- 
cable Nonterragueous, not a 
bad big-maze semi-shoot em 
up, and to underline, as li were, 
“iodo about budget software, 

came out with Don't 
Buy This, a compilation of the 
worst ever programs that had 
been sent in over the past few 
months. Naturally enough, it 
sold rather well. 


Into the second half of the year; 
traditionally the first of the 
Slump summer months. Yet 
Spectrum software wes holding 
up very well and many more 
good quality games were being 
released than during the same 
months of last year. One which 
arrived too late to do it justice in 
a full review was Odin s Vodes 
pf Fesod, so It aiii got a 
Mangram and more of that later 


Tie-ins had a veritable field 
day with the big guns — Rocky 
Horror Show from CRL and 4 
View To A Kill from Domark. The 
former, based on the decadent 
seventies stage show and film, 
did rather well to capture some 
of the film's feeling, and the 
Er hics were pretty good too, 

y the game just lacked 
ncia content to make it great. 
Domark's effort (programmed 
by Softstone, who took over 
Perfection Software, who pro- 
duced the early CRASH success 
Odyssey 1) was far weaker. The 
three-part game followed some 
of Bond's exploits from the 
movie, but the game ideas were 
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thin, Bond looked like a stick 
insect and all the publicity over 
how much money Tony Crow- 
ther was paid to write the music 
was wasted on Spectrum 
owners anyway. Nevertheless, 
the CRASH review was pretty 
kind and the game was better on 
the Spectrum than on the 64. 

A third tie-in, however, 
managed to be even more awful 
— Super Gran from Tynesoft 
sent the ageing maternal hero- 
ine of Tyneé Asa TV fame 
hurtling through landscapes of 
appalling graphics with a con- 
trol over her actions that only a 
World War | flying ace would 
remember. Looking at Super 
Gran was like looking through a 
time tunnel and seeing the past 
— at least graphically it was. 
Quicksilva also held a mirror up 
to us in the beautiful looking 
Glass. lt had some fine points 
but missed one or two in the 
shoot em up stakes and ended 
up giving a slight feeling of 
dissatisfaction on completing it. 
Mirrors seemed to be in the 
news when we Emashed Dyna- 
mite Dan from Mirrorsoft, one of 
my favourites (though Robin 
Candy has never agreed — his 


tough luck). The graphics lifted 
this platform game above most 
others, but some clever inno- 
vations, incredibly tough game- 
play and jollhy music added the 
spice. 

Endorsement of the month 
award went to Alligata for their 
Jack Chariton's Match Fishing. 
Some people reckon fishing is 
as interesting as watching a 
river cutting a valley, but the 
valleys are busy enough with 
weekend an pd and the sport 
is among the most popular. 
Match Eira boasted an abs- 
olutely excellent lakeside scene 
by David Thorpe and, although 


the rest of the graphics weren't 
up to much, the atmosphere it 
lent carried the rest of this 
enjoyable simulation along 
quite happily. 

On the Smash side of things 
apart from Dynamite Dan, there 
was Herbert's Dummy Run, the 
enjoyable romp of Master Week 
through a department store full 
of Mikro-Gen arcade games, but 
with a tinge of warning that 
perhaps the Wally Weekers 
were getting a touch too similar 
in style and content; there was 
Cauldron from Palace, a hit on 
the 64 that had been really well 
translated to provide a broom- 
stick Defender” and a very hard 
series of platform games; and 

urprise of the month was 
Lothlorien's Battle of the Bulge, 
their first under the Argus ban- 
ner, which left Angus hyall 
nonplussed with admiration tor 

both Lothlorien and Argus, two 
companies for whom previously 
he a had few g things to 
say. But for many, the big thrill 
was Gargoyle Games's Dun 
Darach, starring Grego-celtic 
hero Cuchulainn in his second 
dé na adventure. h was à big 
for then CRASH editor 


Roger Kean, who got credited on 
the inlay for inventing the idea of 
door numbers used in the game. 
This was one of Robin Candy's 
ersonal favourites, and | don't 
now whether that says more 
for him or less for the game (but 
at least he can spell Kookulainn, 
when | can't). 

Two other games in July 
worthy of note were Archon, a 
weird mix of chess-lke board 
rh and arcade action from 

rolasoft, and Super Pipeline dl 
by Taskset, à ei ventur- 
ing off the 64 onto t pectrum 
for the first time. The game 
suffered in translation with 


colour clashing characters, but 
still managed to be addictive 
and difficult. 


The August issue of CRASH 
suffered a bit of a setback when 
it ran into trouble with EMAP 
and their Sinclair User magazine 


— but enough ofthat... 

Somewhat belatedly, Nodes 
of Yesod got its airing and a 
CRASH Smash. The graphics, 
action and ideas all contributed 
to making à ha game from 
Odin (who had previously been 
Thor). In fact there weré some 

reat Smashes in August. 

rankie Goes To Hollywood 
arrived and proved again that 
Denton Damigno could come up 
not only with an extraordinary 
mixture of fluent graphics but 
also with some extraordinary 
ame ideas. They also gave 
n (proper) à real CRASH 
Smash. Ocean got yet another 
through the Imagine label with 
Hypersports. Not to be outdone 
released the two totally 
hateable Mad Magazine espion- 
age experts, the Black and White 
spies in Spy vs Spy. Once ho 
the graphics were excellent, 
using split screen simultaneous 
displays for the two players, but 
it was the humour (taken stra- 
ight from Mad) that made the 
game a great one. 

Clever graphics were also 
responsible for the slick presen- 
tation of the adventure Smash 
The Fourth Protocol released by 
Hutchinsons and Programpnos 


by The Electronic pose oo 
pany — a name to be corn 
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with in the future: here, for the 
first time, Macintosh-like busi- 
ness icons were used to drive 


except that it turned outto be 40 
more rooms added onto the 
existing game and that was 


collect em up maze game with 
great graphics by Stuart Rue- 
eroft (who had been responsible 


setting up shots as easy as pie 
and comfortably realisistic; 
while for choo choo fans, Hew- 


or 
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The tendency to 'self copy 


be likeable, fast and difficult and 


the adventure along, and it pretty disappointing, especially for the prapunes in Back son Consultants Southern Belle E : 
worked à treat — so did the as programmer Matthew Smith  packer's). Despite the obvious gave us the freedom of the | di 
adventure. had nothing muchto do withit. format, Onthe Run tumedoutto engine driver's footplate on an ES 


was Once again rearing its head 
with all sorts of people about to 


ENE VE 





a Smash. 
There were two 'red' releases 


old steam locomotive doing the 
Brighton run. An unusual area 
for simulations, and one which 


pis 


ala 
ria 


wo parts, Saimazoom and Baba  pre-wa ming, launched the slowand somewhat unrealistic. 'advanced' with time. The result- 


release karate games, but first a in September, ong anadventure led one reviewer to think it pus 
E:: came the boxers. Elite produced and a Smash from ace writer- easier to control an aeroplane 
RÉ just about their best ever game The last month of this unusually explorers Level 9, and one a than a train! Southern Belle, uia 
E in the endorsed Frank Bruno's busy summer turned outahand- flight simulator from Database. however, captivated all those [ii 
Eco Boxing. The fluidity of the ful of goodies. Everyone had Hed Moon impressed Derek as who had ever wanted togrowup Ps 
os animation just had the edge been awaiting Panayi's much for its indication of Level andbe an engine driver, EoRRo 
feses over Focco, a game from latest 3D developments, and 9's durability as for the game's That more or less rounded up [iii 
pro: Spanish software house Dina- expectations were well reward-  undoubted qualíties of excite- September except for Domark's E poi 
Ens mic and marketed here by ed with Highway Encounter ment, atmosphere and entertai- release of our very own Derek [im 
dces  Gremlin Graphics. Gremlin had from Vortex — à very linear nment value. Red Arrows was Brewster's Code Name Mat dl, 
- fia, won a battle with Silversoft for game with extraordinarily attra- another matter however, a dis- the follow up, not surprisingly, [ME 
Rs the rights to this and another ctive graphics and a hero-bot appointmentafter the drawnout to Code Name Mat We had ese 
UR is game called Profanation, à very looking notunlike a Dalek ltwas wait for the program's release. t loved the latter game, with its ER 
Recs.  tough jump and seek game that voted a CRASH Smash within put you in the cockpit of a Red complex 3D graphics, but the gs 
Bs was, in theory at least, the third minutes, and protracted play Arrow team jet, flying exhibition sequel seemed too similar tô ESSA 
Era  partofa trilogy of which Silver- didn't diminish the delight. formation aerobatics. Unfortun- score heavily, and got hit hard Ema 
oe * soft ended up with only the first Gremlin Graphics, after much ately the simulation turned out by reviewers for not having E 


Liba. Gremlin Graphics got the proper follow-up to their huge Probably biggest disappoint- review upset Derek, a man 


Ea in 
! E best ofthe bargain. molar hit of last year by Peter ment ofthe month, though, was o jaca ever complains 
É Aa We finally reviewed Artic's Harrap — Monty on the Run Ocean's Ro/and's Rat Race a TV unless it's about me, but at least 
Ras latest release Paws, having followed a similar pattern to its tie-in with really very little tied it shut up critics who had made 

ERES into. mt. Thinly disguised as a reat capital of the fact that all 

E ES platform/maze game, you had his other games had been 
E ee to untangle the knotofpassages CRASH Smashes, and was som- 


ething funny going on? 


in search of Roland's kidn RRRE 
on 


Eira 


oe friends and get to TVA 

iso time. US Gold also turned out a 
eta disappointment in Buck Rogers, 
Eng although a id good conver- 
En sion from the 64, it lacked any 


real spark, not perhaps surpris- 
ing in such an old arcade game, 
owever, another, even older 

game made its appearance on 
the computer in the form of 
Cluedo from Leisure Genius — 
the official version of this ever 
popular board game. The Spec- 
trum version was rated p 
well, with everyone looking for- 
ward to the following release of 
pi isca 

If the Red Arrows simulation 
was a let down, two others this 
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deemed it sensible to leave it 
until Artic had made up their 
minds what to call it. Originally 


predecessor, but there were 
mere rooms and some of the 
nastiest little traps vet devised 
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named Cats, after the famous 
musical, Artic had trouble in 
obtaining copyright clearance 
so the name changed but the 
dia didn't, and it was cute but 

ardly mega-stuf. The Coven- 
ant from was much better 
as was CAL's unusual Jugger- 
naut — the sort of vehiele that 
gets hung up under the low half- 
timbered frames of quaint Lud- 
tow town, Biggest disappoint- 


ment of the month, perhaps 


even the quarter, was Jet Set 
Willy If. Software Projects had, 
Of course, scored an enormous 
hit with Jet Set Willy, and there 
was always rumoured to be a 
sequel on its way (Jet Set Willy 


for the unwary platform gamer. 
It tended to rather over-shadow 
the other Gremlin release, writ- 
ten by Chris Kerry, Metabolis. | 
thought this attractive and un- 
usual maze/search game deser- 
ved better than it got, and its 
sense of humour was 
retreshing. 

One game based more on a 
humourous character than on 
incipient humour that just arri- 
ved in time to be reviewed and 
omashed, was Popeye from 
DkTronies by the venerable 
author Don Priestly. Not only did 
the game boast super large 
graphics, but ones that suffered 
no attribute problems, 


month were not, ASP's Mick 
Faldo Plays the Open turned out 
to be the best golf game vet, 
using fashionable icons to make 





As if to calm everyone down 
before Christmas, October 
turned out to be a bit arid with 
only the Spectrum version of 
ee the Exploding Fist from 
Melbourne House really stard- 
ing out. Of the long promised 
spate of self-copy karate games, 
this was the first to arrive. It 





martial art in as realistic manner 
as possible on a computer. 

It's true that Ultimate scored 
with Nightshade, but nevertho- 
less, there was an undertone in 
the reviewers” comments that 
suggested they were taking 
Knight LoreiAlien & a bit too far, 
and that somethi ng original was 
St el to revitalise the classic 
software house image. ht also 
wasn't missed that a company 
other than Ultimate was éred- 
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| Fat and the Taxman — or some- Attractive graphics have char- converted from the 64 quite ited with the programming... 
E mms thing). So news of a second acterised 1985, often giving new successfully, and playing it well The only other Smash was 
WB: game was g00d news indeed, life to well tried ideas. The usu- meant combinin hand andeye Touchstones of Rhiannon, an 


aly novel and innovative Design co-ordination skills with action 
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| Astor, Design turned their hands (or insucha way as to offer plenty 
| 4 Ra o Graham Staflord's hands) to a ofenjoyment and mirror the real 
| k a 
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adapation of the Robin Hood 
story from Adventure Inter- 
national and based heavily on 
the recent TV series. 

There was a handful of 'solid' 
games, two from US Gold hav- 
ing been heralded for some time 
— Dambusters and Bounty Bob, 
both big hits on the 64, both 
slightly fawed on the Spectrum. 
Bounty Bob especially seemed 
unable to carry its cult status 
across from machine to mach- 
ine and resulted merely in a 
good platform game, Beyond's 


us a rockin' good time with 
Rocktoro's Riot, the follow up to 
very successful Boulder Dash 
which, while still a fine game, 
mostly contained the sam 
gameplay elements as its 
predeccessor. 
- Nwas left to Derek to discover 
the two most unusual games of 
the month .in the adventure 
section, The Rais from book 
publishers Hodder & Stoughton 
and The Secret of St Brides by a 
dubious organisation purport- 
ing to be St Brides School for 
Young Ladies, whose packaging 
came complete with supporting 
literature of a slightly off beat 
British 'gets' school type a la St 
Trinians (a feeling reinforced by 
F playing the heroine, Trixie 
rinian). The Rats, based on the 
best seller Herbert book, made a 
strange combination between 
adventure of the “select an 
option” type and strategy cov 
ered in a thick custard of gorvy 
horror as the player waded 
knee-deep through the bloodied 
remains of rat-gnawed London 
ireminding me yet again why | 
leftthe place)! 

Another slghtiy  unusual 
game turned up from PSS, 
marketing a French pinball table 
constructon kit under the name 
of Macadam Bumper (it led to 
the review compiler being able 
to use thé joke: Language: 
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French machine code — yawn|). 
With this you could play a preset 
table or redesign it. An excellent 
offering, but there's still room 
vet for a really flexible pinball 
designer program. We also re- 
vigwed a program from our old 
friends at Eclipse aimed at the 
then-about-to-be-current craze 
for comet spotting and aptly 
named Halley's Comet. 

But ifthere were few heavenly 
bodies to be seen secreaming 
across October's software sky, 
our forward-looking telescopes 
were trained on deep space at 
new games from Gargovle 
Games and Hewson Consul 
tants, an extraordinary looking 
one with the appropriately hea- 
venly body name of Tau Ceti 
from CRL and one set on the 
Zoids planet from Martech... 


Hewson's Astrocione saw vet- 
eran 3D progger Steve Turner 
back in space from his sojourn in 
the remote past of Maroc and 
pitted once again against those 
indefatigable foe the Seiddab in 
a complex combination of space 
shoot em up and 3D room exp- 
loration game. To some degree 
steve and the men from Gar- 
govle Games seem to have been 
moving on parallel courses in 
recent months and Astroclone 
had uncanny similarities to 
Gargoyle's release Marsport. 
This introduced us to a new 
hero, John Kepler Marsh and the 
return of Gargoyle to space, 
Marsport was the first of a 


dE e 


planned trilogy of space games 
called The Siege of Earth, 
complete with an excellent back- 
round story from the pen of 
reg Follis about man's meeting 
with aliens and its consequent 
results. The subtle additions to 
the previous Dum Darach to- 
gether with Gargoyle's inimit- 
able mix of puzzle, pun and and 
pesam made Marsport a sure fire 
IL. 
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“Tau Ceti and Zoids got pre- 
viewed, but The Edge got Fair- 
light out for us to rave over. Here 
was another 3D room emploriaa 
game with puzzles to be solved, 
using pragteos that improved 
upon those employed by Ulti- 
mate and one in which objects 
behaved realistically in interac- 
tion with the playing character. 
Fairlight has been the outstand- 
ing achievement of The Edge to 
date. Turning the page of that 
issue, another Smash emerged 
— Elite. Firebird had purchased 
this cult BBC game for a fabu- 
lous sum from the program- 
mers, converted it to the 64, 
where it was well received, and 
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had spent considerable time 
making the Spectrum version 
even better (though alas, notthe 
music)! lts the sort of game 
(space trader/shoot em up) you 
either love to death or hate. fthe 
former, then you can't put it 
down for months. 

Bubble Bus also flew us to the 
deepest regions of space and a 
black hole with Stephen Crow's 
follow up to his excellent Wiz- 
ard's Latr called Starquake. It 
had visual overtones of Under- 
wuride and the more recent 
Nodes of Yesod in its superb 
graphics and offered a high 
degree of playability with many 
neat touches and novel ideas. 
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"Back on Earth, Melboume 
House disappointed us slightly 
with Fighting Warrior, a sort of 
ancient Egyptian martial arts 
program, where it was felt that 
there wasn't quite enough going 
on to overcome the fuct that 
much ofits content was actually 
the “Exploding Fist' control 
mode. 

Ocean, too, brought us and 
our joysticks back to earth with a 
thump and Daley Thompson's 
Super Test. Although unden- 
iably fun, Super Pest really 
offered nothing new over Deca- 
thlon and was over-shadowed 
by Hypersports. 
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convinced everyone of its 
omash merits. Derek enjoyed 
(and Smashed) the Melbourne 
House spoof 'adventure' Terro- 
rmolinos, although he failed to 
rate  Beyond's  Sorderon's 
Shadow quite as highly as the 
Mike Singleton Midnight trilogy 
which it vaguely resembled, On 
the other hand he gave a Smash 
to The Secret Diary of Adrian 
Mole from Mosaic/Level 9. 

And that just about brings us 
up to date. So what character- 
ises 1985 as a software year? 
One thing that stands out to my 
mind is the way that this sum- 
mer software kept on coming 
out, and good software too. 3D 
has been almost an obsession 
with many programmers work- 
ing in all its aspects and proving 


that last vear's 'comprehensive' 
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sta US Gold's November game 
mero! was another monster hit from 
fr the 64, Impossible Mission, but 
Eee like its stable mate Bounty Bob, 
Besc it somehow failed to carry the 
| adulation with it over to the 
E Spectrum, resulting in a respec- 
pesos table enough and tough plat- 
Ene gi o bn game. 
| We also saw the first ever 
Eos! release of a new software name, 
iss Electric Dreams, backed by 
peso Activision and fronted by ex- 
es  Quicksilva boss, Rod Cousens. 
asi The game was called Aidoler's 
fa, Den and sparked a bit of a 
Es i controversy with US Gold, who 
| Es were also launching a budget 
EA label under the same name. 
Bass Riddler's Den was a good start, 
fare riming the market for their 
E Na ecember release... 
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Last month is still fresh in Every- 
one's minds, so Iwon'tdwelltoo 
long on its bright points, which 
were numerous. At last Tau Cet 
arrived and Smashed, Sandy 
White (of Ant Attack fame) gave 
us Electric Dreams: Smash / of 
the Mask. In similar visual vein, 
Melbourne House came up with 
Gyroscope and got a Smash. 
Microsphere surprised us with 
the quiet release of their skool 
follow up, Back to Skool and 

Foved you can add even to a 
abulous program and get ano- 
ther Smash. Durell got one as 
well with their Critical Mass. and 
at long, long last Digital Integ- 
ration brought out Tomahawk 


pas — the game we waited almost 
fes. 18 months to see, This flight 
fosso simulator showed some ad 
pass vances over Fighter Pilot and 
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3D article is way out of date! 
Gameplay has been worked on 
very carefully too, supporting 
Our earlier optimistic view that 
computer games would not die, 
onthy improve and change their 
nature. But to balance the incr- 
Basing com ea of games like 
Dun Darach and Frankie Goes to 
Hollywood, we've also seen the 
rebirth of the classic shoot em 
up — except the graphics have 
been vastly improved over ear- 
ligr efforts. Software prices have 
crept up of course, but budget 
software has come of age with 
Mastertronic leading the way, 
and on the pricier end of the 
range, we've generally been 
given much more fór our money 
to make up for it. 

Some software houses have 
disappeasred — or been swal- 
lowed up or revamped, Bug- 
Byte for instance, one of the 
oldest companies, has just re- 
emerged as a budget label for 
Argus Press Software, having 
been bought out of receivership. 
some well known names like 
Artic and, sadiy, Micromega 
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seem to have faded into the 
pb abre and some compa- 
nies have dropped out wilfully, 
like the sadly missed Games 
Workshop, who after toving 
with some games and produc- 
ing some excellent material, 
chose to get out of software 
altogether. But new names have 
emerged, often with startlingly 
strong product. 

This year has also seen the 
growth of professional progra- 
mming design teams like Dor 
ton Designs and The Electronic 
Pencil Company, who write 
ames but don't market them, 
eaving that to software houses 
who buy their talent in, In itself 
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str ie 1, and, 
this is a fine idea, leaving the 
designers to concentrate on 
doing what they are best at — 
cesianina good games. | would 
say 1985 has been a vinatge year 
for the quality and range of 
games, and current trends bode 
well for 1986. Games in the 
pipeline are promising indeed — 
we still await Zoids from 
Martech as | write — and the 
software business seems con- 
tent with the results and hopeful 
Of next year. 

We wait with bated breath... 
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You could win the Complete Work 
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| | ER your caption writer's thinkin 
Iê enough and À gi(or biro, you're da 
p ubble 
| I Send hr ney remembering to add 
| soar address, and you could 
| ia ipa Of epic proportions if your 
IE brid Mto by January 1986. 
|| NOR es, CARA RARA STILL 
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| (EA CAPTION WRITER? EE 
DS WORTH OF SOFTWARE 
TO CAPTION COMP 






for free. 
Once again your Competition Minion 
| fights his way to another whizzo 
| competition and stitches up a deal with 
| the striking Paula Byrne of Melbourne 
feet 
PSA bd entries into CAMEL CAPTION, 
10, LUDLOW, SHROPSHIRE, SY8 
DE to arrive by 30th January 1986. 
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YOU ARE TRANSPOSED INTO A STRANGE COMPUTER 

GENERATED UNIVERSE. YOU MUST DO BATTLE WITH | 
THE ROM ROBOT, TANKS AND RANDOMISERS IN YOUR | 
MISSION TO REACH THE PROCESSORS OUTPUT PORT. | 
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Sáb Milton; Trading Estate. Milton, Abingdon, Oxon, OXI4 SRX. 


For mail order send cheque/'postal-order made payable to 
Hewson Consultants. For credit card sales state your Access! 
Barclaycard number and enclose a specimen signature. 
Don't forget to include your om name and address. 











AS part of our cominuana development ef innovative software ais + atnays Poppy bis evaluate sofeware SET TO LS with il via RE ) publication: 


Ed E 

Es Those devious Seiddabs 
are mustering for 
another attack! / 
Venture through a recently ” 
discovered series of stargates ”., À j 
guarded by Seiddab fighters, ”, h À 
and youilfindasystemo PP | d 
named planetoids, eacha partof W ea d À 
the Seiddab var machine. Se E 
Your mission, in this totally original 3D adventure, is to explore 
these stargates and planetoids and rid them of the Seiddab 
menace, using am armada of fighters crewed by Astro Clones. 
In addition, a series of garbled messages tells you that a 
deadiy Graviton Bomb lies hidden amongst the planetoids. 
Using all your skill and judgement, you must travel through 
the stargates to find its components and smash the master 
consul, odosng: te stargates forever. dr desperate 

E Grudianioe 

mm For ali 48H Specruma E7/95 Fos dE 40X Spectrures £7,95 

- dic mundiais fu fre 

Lui Aminrad CPE dd ETs 

s 








| journey through space, 
7 Deam your clones down 

to cripbple each planetoid 
b) destroying fts launch system. 
However, each landing 
ie ” . ET holdsa new surprise! 


“ad 


sê  ocattered around you must find 
| fera: from passcards to cryptic 
 clues on a computer terminal to continue. 
There are also aliens and robots who could help or hinder 
your plans. Furrimal for instance, is partial to chocolate, while 
another needs a battery to be of any use. . .The list is endless! 
Your clone can pick up and store objects, turn and fire a laser- 
he can even throw objects across the room! Futuristic graphics 
plus unique sound through many different scenarios make 
this the ultimate space adventure movie. 


“For all 48K Spectrums £7.95 | 
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King Street, Dudley /s So ii 
sessing and busy. 
being some gilded cathedral to 
computer ar, complete with 
gruesome figurines attached to 
the high orar a head- 
rters of Gargoyie Games is 
the third flipor of a modes, 
four-floor brick and concrete 
ia block with an insurance 
Pd just below it and the 
disinfeciant haunting 
the cole stai The space 
consists ofam office for Ted, who 
does the selling, a writing room 
for Greg and toy, and à stock 
room wilh some nes end 
para nf toys. The toys are 


ee co computer industry has 


s been associated with 
ia a who discovered com- 
puters overnight and made & 
fortune but Gargovie Games' 
graduation into the home 
computer market has been a 
omterent pan ofchips altogether. 
e io started about seventeen 

in a computer res- 
ti e ariment where Roy- 
sior di Full name, though Roy 
veill do) and Greg worked for a 
large services bureau. This 
entailed them working at the 
larger end of the computer 
market and gradually through- 
out the years theyve come 
down in machine size, though 
Greg adimits that the miril com- 
puters they worked on weren't 
necessarily more powerful than 
the home micros today. 
“The first one f Pin on he 
says, had the same power as ar 
âmstrad and wouldn't have fit in 
this room, it was an 8K machine, 
an [CL 1907. lt was very siow, 
We used to play Grandfather's 
Abacus om fl. hat's how dt al 
started, | suppose-” he adds, 
referring to games. 
No you were hatched," quips 
Roy disproving the myth that 
Greg is the only one with an 
operative larynx, In fact listening 
to these nwo is like watching two 
stand-up comedians. 
| stanted on computers at a 
company called Hewitts," con- 
inves an unperturbed Greg 
Foltis. 1 was employed by them 
as à programmer in the centra! 
computer. | worked as a prog- 
rammer for a few years tartil 
they decided my talents mi 
be more usefully employ 
analysis. | asked “What's fe 
money like?” They said, “M's 
better,” so | sad “Fm an 
analyst”. Greg's new job 
brought him more into contact 
Wertha Hoy. “When we starigo, we 
didn't like each other very much, 
| cant remember why — well ! 
can, | can remember exactly. 
k was nothing to do wi 
atall snaps back Roy. 
You dion'tiike me! 
Tate right, and you didn't 
like mel 
Having established this hate 
relationship, they ended up 
getting together over a com- 
puter program and decided 
what everyone knew all along — 
hey liked each other, and 
because they had a lot of fun 
working on the program they 
decided that if they could be in 
the same department it would 
mean that they could have a lot 
more fun. So they developed a 
briliant scheme. 


You 


“We invented this new cepar- 
tment called New Products- 
Research and EevelopImenih 
continues pib “The man 
ment said, hat a great À a! 
You can make up new prod- 
ucts”. which of course we never 
did. We actually got our own 
office, | suspect simply because 
we had a fot of fun and made a 
fot of noise which never actually 
stopped us with the work we 
were doing, but ste içã every- 
body else workir ut we had 
an Po tot of | um, more fun 
than we have nom We did 
eventually write some very 
good programs for them in the 
end, one of which was fairly 
important, which thevíve just 
started selling, something that 


we felt should have been sold 
three or four years ago." 

They had been working forthe 
company for around T5 years 
when press rumburs that teen 

programmers' were 
earming fortunes prodded their 
own feelings about gelting on 
and prompted them to turn their 
attention to games outside daily 
business work. At this point Ted 
Heathcote, long term friend of 
Greg's, was roped in to sell 
games for the envisaged firm 


and Bon: advertising. Feeling 
that anil could dupiicate the 
standard pf software presentiy 
on the market without any mas- 
sive financia! (or time) commit- 
ment of any sort they dived 
straight in at the deep end with 
their first game Ad Astra. 

“The thing that actually attrac- 
ted us to games was thalitwas a 
method to make money that we 
could affora,* says Greg. We 
both have mortgages and com- 
mitments that you can't throw 
away. We couldn't have done it 
any other way because we sim- 
ply didn't have the backing. We 
had been involved in business, 
though, and knew some of the 
pitfa Is. At the time we were still 
working in the New Products 


Department, so &d Astra was 
developed in our spare time. 
Conseguentiy it took nine 


months to develop which was. 


an appalingiy long time. We 
could put Ad Astra together d ina 
few wegks nowadays.' 

Ad Astra was releasec when 
CRASH was still a Fedgling 
magazine and it was a mid 
surprise to find a young, prom- 
ising software house so near to 
home. The game rated 80% with 
particular recognition of the 


Graphics, which at time were 
ir - Às soon as Ad Astra 
sed work on Tir Na 


began, - Contrary to popular 
Nog b ir Na Nog's AA do 


not lie in Fighting Fantasy. 

One day after releasing Ad 
Astra | wrote this routine which 
showed a character walking in a 
seroifing background, Roy re- 
calls. Greg thought it looked 
nice, so then they looked 
around for a scenario which 
fitted the character. 

“Eventually we found Cuehu- 
lainn and so Tir Na Nog mas 


born. 

With the exception of Ad 
Astra, all of Gargovle's games 
have. carefully worked out plots 

ch lend an almost unique 
atmosphere to the game. It is 
this atmosphere and the intri- 
cate problems that make games 
like Marsport classics. 

“The apparent literary content 
of our storylines comes about 
ab becatise we enjoy read- 

stories, "Greg says modestly. 

E make stories that we enjoy. 
We make stories tha! seem to be 
the tip of the iceberg, so you 
always have the impression that 
there was a lot more going on 
that you didn't know about, and 
the resultant effect is that you 
are completing the story as you 
complete the game, something 
like a movie where the outcome 
is up to you. That is what we're 
aiming for, a true computer 
movie that is realístic. And we 
bike to think that we achieve that 
in our games. | think a lot of 
adventure type stuff needs a 
story behind it and fantasy 
material like Lord of the Rings, 
can provide an ethos to build 
problems and work out a taxing 


and Edita work closely 

o SS8, ara an idea for a 
make up the 
problems as we go along, two 

E hirdis of the id ideas are 


Scenario Es Eh 


my creation the rest come 
mainly from Royston. Our next 
game Sweevos World, how 
ever, is aimed more at the arc- 
ade market but it still fits into the 
MarsporttSiege of Earth triogy, 
scenario. The game is intended 
to a bit of fun. If people play it 
and say “that was fun” then the 
ame has achieved the purpose 
or which it was designed. The 
industry is far too serious now. dt 
needs more fun infected into it, 
after ail it is an entertainment 
nin SAE - 

n the thommy subject of pir- 
Gey Gargovie Games have been 
almost alone in preferring to 
concentrate on perecting a 
program rather than spend the 
time developing protection rou- 
tines for it. Roy is quite forcetul 
on this point, especially when it 
comes to discussing how many 
potential sales are lost through 
illegal copving. I would suggest 
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1. AIRAWWOLF - Elite Systems Ltd 

Stringielos Hawke must use his helicopter to fres five 
imprisoned scientists im this exciting arcade game mich 
takes place in a subterrangan terronist base! 






2. TIR NA NOG 


us remarkabio interacive gragíve adventure allows por 
to play the mpthologrca! Celire, Cichularm, sesrchirma For 
the fragments of the Sea! of Calum. 





3. CAULDRON - Palace Software 
lake vp the mitches' challenge and unravel the mpstenes | | 
of tus heawbiul land io this strkimg arcade adventure | | 





4. CHUCKIE EGO 2 -A & E Sottware 

Feio Mem House Marey in the smooth runming of the À & F 
Chocolate Egg Factory! He must find equipment ana fino 
put mero bo use it im this amusing arcade game. 
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Lords of Midmght, Brian Blondaxe Strangeloop. 
Pyamarama. Arabian Nights and Falcon Eatroi 


mu pm 


3 NORLO CUP - Artic Computing 
This great foothall simulation lets pos re-enaet the 
tou fight to the Were Cio Final Playa friend a 
or the computer (a pretty tougf oppoment)! | 
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Fhe wickod glint in Greg Follis eve telis you where those 
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“Fellhim about the football boot Gre a 





FREE-LANCE 


PROGRAMMERS 


Airwo!r, Frank Bruno's Boxing and Commando 


Elite Systems Limitea, 





(AS* “ A SPECTRUM SHOOT-EM-UP 
p* ” AS FAST, SMOOTH AND MEAN AS 
ANY FROM THE ARCADES GO FOR II. 


ss ei 1 


| ORDER VOU COPY NÓWI Tó: Ma 


SOFTWARE. 
17 HIGHER PARR ST, THE INGERPOST SHOPPING CENTRE, 
ST, HELENS, MERSEYSIDE, ENGLANO. 


| endose a chequalPD, for É ..o,.oco... 


vou May ORDER By access | visa] BY POST OR AING 
DURING OFFICE HOURS Phone: [744 22013 Telex: 620487 BLUECH 6, 
Please deb my credit card. 
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You are the Robot Messiah, the one hope for your long suffering race, The Droids. 

Imprisoned in mines ofhomhc torture; the Droids are worker robots, slaves to Androds and destined 
to mIsery. 

As the Robot Messiah, vou must set out against overwhelming odds — ballte against giant bears, 
Killer robots and evilgnomes. Explore a mind-boggling maze of caves, escape from a wretched tunnel 
until, in the sinister test centre you can begin to formulate a plan — and that is only the beginning! 
Spanning 152 screens and 3 levels, Robot Messiah is à sensational arcade adventure, rich in 
atmosphere and tension which is sure to be the hit this Christmas. 


AMSTRAD . and Mike Smith 
Se I=Qu ES TV RD Christian Urquhart is also the author of 'Hunchback 
C7 9 5 — & coauthor of Daley Thompson's Decathlon 


AVAILABLE FROM LEADING SOFTWARE STOCKISTS : 
OR DIRECT FROM: ALPHABATIM 2 WELLINGTONIA COURT VARNDEAN PARK BRIGHTON ENT GTD SUSSEX 
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POWHO WAS MADE A COMPANION pés pi a IN oq Q.INHICH IS A SERIES OF BOOKS] 


FOR PRE-SCHOOL READERS. QWH£C OTE TOM BROWSE! 5 SCHOOLDAYS. O.WHO WROTE] 


ITHE NICE AND THE GOgB6.CASUALTIES OF PEACE-Y AS WRITTEN BY.QWHAT| 
[FOLLOWED MAN AT ARMS IN EVELYN WAUGH'S TRILOGY.Q.WHC WAS DOSTOVEVSKY'SE 


HIDIOT PRINCE MYSHIANI.Q. WHAT WAS THE LAST BOOK AGATHA SHRISTIE WROTE. Q.INE 


| WHICH COUNTRY WÉ ULD YOU SPEND DRACHMAS.Q.WHAT WAS THECARLIER NAME OF 


| THE COUNTRY ZiMBABWE.Q.IN WHICH YEAR DID ENGLAND WIN FOQ/IBALL'S WORLD] 


| CUP.QUNHICH GÍTY DOES THE RIVER SEINE RUN THROUGH.Q.WHAT NEN SPAPER WAS] 
| NICKNAMED /THE THUNDERER'.Q.WHO BELIEVED THAT PEACE WAS ASSURED AT 


| MUNICH.Q.W/HERE WAS THE LAST BOOH-1N THE BIBLE WRITTEN.Q.WHOSÊ ALBUM OF 
À GREATEST HITS WAS CALLED LEGÉND.Q.WHO HAD À NUMBER ONE WITH “RED RED| 
à WINE'.QUNHO HAD NUMEBR OMÉS WITH THEIR FIRST INSINGLES.Q.WHAT GROUP Was) 
"PAUL WELLER IN BEFORE THÉ STYLE COUNCIL. QWHOS DID THE SOUNDTRACK FORI 
| 1984.0.W/HO PERFORMED THÉ SOUNI 












IDTRACK are GHOSTENSTERS.Q.WITH WHICH: QUIZ] 
| SERIES 14 BAMBER GASCOIGNE ASJNRETTesT Ops” , [CH 
| DRAMA FESTIVAL.Q.WHO Wá65 THE Sm | 
[APPEARS IN THIS PROGRARDE [WITH NEWSROU! Davi] 
BEGAN BROADCASTING IN.Q.N  JHE COLO es EXT TD GOLD ON AN ARCHERY| 
| TARGET |QWHICH FAMOUS EVE! MAES TAS NEGRA Es. QLHOW MANY PLAYERS IN AÍ 

ii ATE à NATIONS CHAMPIONSHIP /Q.ivHA 


AMERICAN GAME was FIBST PLAY ES AR PANE NE IN 1988.0.WHAT DO PLA' ERS a | 
FWITH IN Th nisi «ME OF PETANOLRima À HERE WERE AMHE FIRST WINTER OLYMPICS 
STAGED IN 7a. CHINAMAN, GOOSLYW ANE MAID) SN ARE TERMS USED IN THIS! 
| SPORT.QINT in CITY IS THE PALACE OF CULTURE £ND SCIENCE.Q.WHICH COUNTRYI. 
| MEETS THE ADRIATIC AND IONIAN SEAS.Q. HOVLMANY UNION REPUBLICS MAKE UP THE) 
U.S.S.R.Q.THE TAJ MAHAL WAS BUILT IN WHICH CENTURY.O. WHERE IS THE£ARQUE DELI 
RETIRO. QNHERE IS THE ARC DE TRIOMPHE. Q. IN WHICH CITY IS THE scaLal 
| OPERAHOUSE.Q.ON WHCH RIVER ARE THE “THOUSAND ISLANDS'.0.ST/GEORGE |5 THEL 
PATRON SAINT OF WHICH COUNTRY.Q.WHAT IS THE GAS IN FIZZY DR) ÍKS.Q.HOW MUCHE| 

| DE AN ICEBERG IS BELOW WATER. QO.WHAT WAS SEGOVIA. O.WHERE THE LARGEST CARI| 
| PARK IN BRITAIN,QWHAT |S THE HIGHEST MOUNTAIN IN THE! ÓRLD. Q.iNHO PAINTED| 
PICTURES OF LANCASHIRE. QMWHICH IS THE SMALLE ST FLANET IN THE SOLAR 

| SYSTEM.Q.WHO WROTE THE CREATION.Q. THE SYMPHONY FROM THE NEW WORLD WAS 
WRITTEN EY.QINHO PAINTED IN TAHITI.Q.WHO WROT “GoD SAID, LET NEWTON BE! AND 
ALL WAS LIGHT'.QWHO DESIGNED CLIFTON SUSPENSION BRIDGE. Q. WHAT IS TH 


COMEDIE FRANCAISE. O.INHO DIED IN LONDON IN 348.0. ABOUT HOW OLD 15 E 
| 


(EARTH. Q.WHAT NAME IS GIVEN TO YOUNG WHALES.Q.WHAT IS THE LARGES 
 REPTILE.Q.ON WHAT MIGHT YOU FÍND A BARBULE.Q.WHAT ARE STRATUS, CIRRUS AND 
 NIMBOSTRATUS.Q.THE BOUNDARY BETWEEN DIFFERENT AIR MASSES IS.Q.WHICH BIRDJ| 
4 PRODUCES THE LARGEST EGG.Q.WHAT BLOWS AT LEAST 74 MILES PER HOUR.Q.AN 
ATOLL IS. GQ.WHO INVENTEO) VULCANISED| RUBBER. Q.WHO INVENTED| 
LOGARITHMS. Q.WHAT IS JAMES WATT ASSOCIATED WiTH. QWiLBUR AND ORI El 
BE ASSOCIATED WITH. EP THEse MAIDIS: 
MEGA THE FIRST PHOZ é A 
EDS WAS FRED 2 2 pa | 












PR DE q 






em = E tê 
ds nda Ri , 
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DESIGN A PREHISTORIC COMPUTER 


AND WIN, WIN, WIN 





In Quicksilva's latest game, Fred Flintstone is desperately trying to 
build a home in Bedrock so he can lure his loved one, Wilma, into 
rd and thus set up the family we have all come to know and 
Ove. 

It is your task to help him gather the rocks he needs to build the 
house that will secure him Wilma's love. But all is not roses in 
prehistoric days and Fred has to contend with evil killer turtles and 
swooping pterodactyls that sap his energy. Fred needs to find a car 
to z00m around collecting building materials to make his love nest - 


96 CRASH Christmas Special 1985 


nel À 


Wal ] ps | qui | O ni E Es 
] | F: | BR = u ei] 
à Ny y pl a mi e a EH O it 
Ma musa 
a ” =. a re nm Ena E 
“ww FF E ca É dra ia. Ea Es, pi Es E E E ly sa É | ERR a i DR ioaa j |] 
] | | a ] | Ri |! a 
| | [a a ” | E , L, E am 
E VIH AP na: a Gis E qa Mill ao Esta dê FE [7 
=] ama a lr. 
il E, Ta 5 Adil AAPTRA Lil 
ira E TER, 5 REC Ph “ter EE ] 1! à 8! TREE “A E 10 1a Es 1 
Eu RERI E o Es ão Nha DD =oE ar 
a 


1 
É 
E | and EN 
E 1 


Wi ad li LE ERo aj 


o: 





= L Ars, - Re 
o umas Sia = E = FILO GO 














a 


EA 
















and to visit Wilma to 
recharge his emotional batteries and isso his strength. 

But once he's made his home, Fred will need a home computer 
won't he? And that's where you come in ... Ifyou want'to enter this 
competition and stand a chance of winning asuper GEC colour telly, 
or a modem, or even one o! the twenty five copies of the game 
Quicksilva are offering as prizes, you'll have to design a suitably 
prehistoric computer for Fred to play games on. 

So get your book of Prehistoric Rock Computer Components down 
from the bookshelf, collect together your Stone Age Electronics 
Magazines, and get thinking. Design a computer for Fred and Family 
that would fit in with his lifestyle and send your technical drawing, 
painting or full four hundred page specification in to FRED's 
COMPUTER. PO BOX 10, LUDLOW, SH ROPSHIRE, 5Y8 1DB to arrive 
by 30th January 1986. Our very own in-house Neanderthal Techno- 
Boffin, Mr Gary Liddon will put down his club, leave his lunch, and 
judge the competition on that day. 
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YOUR CHANCE TO BECOME | 
| PUNCTUAL BRAINBOX! | 


“Find vour way through 1986 with 
a Letts Computer User's Diary 


se 


A Full Set of Letis Revision 


À Em = frog 
r Eq q 
Ti es a 
rise] ) P, " 
ic ca Cad r 
s F j 


The nice people at Letts [uvho 
are fairly famous for making 
diaries, amongst other things) 
have decided to give fifty 
CRASH readers the chance of 
coping with all the important 
things they re going to be doing 
m 1986 They've launched a 
diary for computer USEFs, which 
is an elegant, slim booklet ideal 
for popping into a coat pocket. 
Not only is there plenty of space 
for noting down all your import- 
ant appointments, but a handy 
section at the front gives Infor- 
mation on all sorts of aspects of 
computing. 

There's a section on computer 
languages, another on word 
processors, advice on buying à 
home computer and lots of valu- 
able snippets of information for 
you to comb through and carry 
round with youallyear. 

But there's more still Top 
prize in this competition |5 à full 
set ot Letts KEYFACTS Reviston 
Software — eight packages of 
revision software ideal for any- 
one taking O Levels or CSE 


| 
Fr 


exams. The subjects covered 
are: Biology, Chemistry, Comp- 
uter Studies, English Literature, 
Geography, Mathematics and 
Physics. You could become a 
real smart cookie! 
What we want you to do, Is to 
write the entries that a school 
being of the 21st century might 
make in a Lett's Diary in aa 
H'Il get the old grey matter 
working after an overdose of 
Christmas Pud — and you could 
start 1985 in a very organised 


av! 

“HUBRY, HUBRY, HURRY, 
though. As the prizes for this 
comp are in fact diaries for 1986, 
we be drawing this compet- 
ition a little bag ar 
others in this issue. Wihizz you! 
entries in DIARY COMPETITION, 
PO BOX 10, LUDLOW, SHROP- 
SHIRE, SY8 1DB to arrive by 3rd 
January. (That's the evil Krod 5 
Birthday, by the way, SO we d 
make him draw the competition 
asa present! HEÉ HEE — COMP 
MINION). 














| SLOW MOTION AND FREEZE FRAME FOR 





À A good quality Kempston compatible interface suitable for ali 










| NIDD VALLEY MICRO PRODUCTS LTD 


SLOMO SPEED CONTROLLER 






Wario Fatents 
- Pendini 
É uu 
1 
1 
F 


THE SPECTRUM, CBM 64 AND BBC. | 

Fully variable control from normal speed down 4 Rs 

to virtual standstill + instant freeze Ko 
c1495P 









* Highergames scores and improveo skills 
x Invaluabie programming aid for de-bugging, 





pin pointing problem areas etc. 
Unique: ing aid h Í 

* pç in ma cio With cable and o recto for 
machine tool control applications, etc. Say fting directiy into the 





computer. (siale mich model) 





Resets the system GENTLY without loss of 
Upa. power to the computer or peripherais. 
| Safe recovery from microdrive crashes and 
£4.95 dg Basy exit from programs or games. 
Allows all peripherals to be securely attached to the Spectrum + & 
eliminates need to solder reset connections on the + Upgrade. 


JOYSTICKS 


na” FLIGHTLINK | QUICKSHOT ll 
NM et Microswitched; very Popular joystick 
= light positive action. with two fire 

, da Dual independent fire buttons and 


| Aqseniros 210.95 
SLOMO PACESETTERS 


TWO NEW INTERFACES FOR THE SPECTRUM, WITH 
NIDD VALLEY'S SLOW MOTION CONTROL BUILT IN 











































Both with oriof button and LED to indicate 
slow motion and fited with through extender. 


SPECTRUM PACESETTER! 
Kempston compatible with slow motion 
control built in, and through extender. 
Pacesetter interface E 14,95 
SEEGAL DEAL! 

Paoesetter with joystick 252/00 






















SPECTRUM PROGRAMMABLE 
PACESETTER 

Easy to program — enables ALL games 

io be played with joystick and speed 

control by placing the control keys into 

the interiace's 1K memory. 

Keeps a record of your games so yOu 

onty have to prgram once for each game. 


Compatible with microdrive and all 














| popular joysticks. 
JOTETICK Supplied with software and instructions. 
) Programmable Pacesetiar C29.95 
SPECTRUM KC INTERFACE 


popular joysticks. Suppligd with or without through extender 








Speciru De 
wiexendor 1095 withoutexender 18.95 
SEEGAL DEAL ! SBERAL DEAL! 
Interface and joystick 5/7: 90 Intertace and joystick LEGO 





ORDERING INFORMATION 


SLOMO — please specify for which computer required. 
SPECIAL —prices apply either to Quickshot ll or Flightlink. 
Joystick — please specify which type. 

Prices include VAT and ogpsç a To order send cheque or P.O. payable to Nidd 
Valley Micro Products Lid.. to the address shown below (no stamp needed). Please 
alle 14 days for delivery — we do not bank your chegue until day of despatoh. 
MONEY K GUARANTEE IF NOT COMPLETELY SATISFED 








Dept LH IZ&S FREEPOST, KNARESBOROUGH, N.YORKS,  HG58YZ 


Telephone: Harrogate (04723) B4488 
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GREAT PRIZES AND COMPETITIONS 
Weekly Prize: New Concept T-shirt Monthly Prize: New Concept Sweat Shirt 
National Championship: New Concept Surf or Skate Board 


NEW CONCEPT 1: NEW CONCEPT 2 
à TRULY ACCURATE SIMULATION Use of patented New Concept Surfboard. 
What a real expert thinks: THIS IS SURFING! 
“| got caught up in the competition at the Inaugural Computer NEW CONCEPT 3 


World Chamionships in the same way as | do in real surfing 
competitions. | really wanted to win the New Concept Surf 
Board Prize. | can assure the games player that this sports 


NEW BEACHES AND NEW CHALLENGES TO FOLLOW 
tj Eurosurf 'B5 Bundoran: 
Peninsula angled breaks. 


tutor gives them the closest possible simulation of my sport.” (ii) Huntingdon Beach, California: 
Waves that dia and are reborn. 
JED STONE (iii) Burleigh Head, Australia: 
1985 English Senior Surfing Championships and Five Times Longest tubes in world with sharks. 
Winner of the Eurosurf Championships and Winner of the iv] Banzai Pipeline, Hawaii: 
Inaugural Computer Championships at the 1985 Eurosurf Murderous ree break tubes. 
Championships. WIN YOUR WAY TO THE WORLD CHAMPIONSHIPS AT AN 


EXCITING VENUE. 


OTHER FEATURES 
Gear selected, board selection and personal details affect performance. 
10 speed practice mode, Real scoring on full set of manoeuvres. 
Back up fully illustrated surf education program. 


em eh e a e a q o a a e e 


ORDER INFORMATION 


PRICE £11.95 
Please rush me. .... DR e UA copies of SURFCHAMP | enclose a cheque/PO for E. ...ccccsyi. : 
Gigi o ERR nero poa RR DDR SAE EO pI O pe efa RT PS NUS IEEE 1/2 (bo ERR ira a pa ral aa Sc 


Delivery 21 days. Make payable to: New Concepts, c/o S.1.D. Unit 10-11, Imperial Studios, Imperial Road, London SWE 





This is what you've all been waiting for, the Christmas Pokes 
Special with all the handy cheats that should help you out, 
DON'T use any of these routines if you think they might spoil 
your enjoyment of these games. | 
About a year ago | made my debut in CRASH with a Pokes 
article similar to this one. Those were the days when 
Hyperloads were few and far between and you could MERGE 
games to put routines for cheating in; nowadays the 
routines are much bigger and resemble mini listings. This 
Irttle lot of pokes is approximately 25K long whereas a year 


| AND THEN THERE WERE POKES 





| 


ago they would have only taken up 2K at the most. k is a bit 
a shame that you have to go to such lengths just to cheat. 
Some may say that you shouldn't have to cheat, but the 


avataga game pla 
SR ini it looks as i 


errors in the listin 
been checked. 


finds most games a bit difficuk. 
the Hyperloads are here to stay and you 
have to endure diese listings. There shouldn't be any | 
especially the long ones — t 
tal thanks to Keith Walker and Phil 


hey've all 


Churchyard without whom this pokes special wouldn't be 


possible 








STOP 
O AIR DI 50,3, 1,30,50, 
210 DATA 3,175, e 208, 127 





zo PRINT AT 66: “DO YOU 

WISH INFINITES: AT 12,13; *Y/ 220 DATA3, 
do PRINT AT 10/12: "MAGIC" 
50 GOSUB 


A. = “Yº THEN RESTORE 
70 PRINT AT 10,12; “ENERGY” 
80! 1000 
ar “my THEN RESTORE 
20. 2000 

RINT AT 1012; 
110 GOSUB 1000 





| 145,27 
60 DATA 62, 255, 55, 205, 86, 5, 


30 READ B: POKE A,B: LETA = À 
+TIFB<> a THEN GOTO 30 
40 RANDOMI; “dpi 60018 

50 DATA 221 


60 DATA 160, 1 62, 
Z0 DATA 205, 86 


aÃ 


100 DATA 233 


im E sd j Ah Ti 
Ma VALEPFIY 
la AHAA.Ã] 


' For infinite energy follow this 


ocedure: 


| After MERGEing the À ado sur 


enter POKE 23 
23876, 201: POKE 23878, 204: 
POKE 23879. 227: GOTO O then 
restart tape 


PEC TLIRI E 
| IRS FRINOS 
“2 - RE a d Po da E NIE 
HAPPEN AT SEA 
apponred a couple 
id cs ia bac there was a 


slight error in them. So here 
they are in their correct form. 


ALE DQAI CIFELITER 
Ti AnicigR DS! 

Yet another golden oldie which 
Is a pr ag good version of 

die Scramble. For 
ços of you who have got the 
game just enter this program to 
get infinita lives. 


5 REM CAVERN FIGHTER 

10 LOAD ““ CODE: POKE 23380, 
201: RANDOMIZE USAR 23360 
20 POKE 31683, 0: POKE 31684, 
0: RANDOMIZE USA 32656 
start tape from start 


This isn't a favourite game of | 


mine but it does seem that fans 
of the original game rate part 
mi dera tg ro à pb to 
infinite lives, o 
with GOTO 100. pair 


5 REM JSW II POKES 
10 CLEAR 63999 

20 FOR F = 64000 TO 
30 READ A: POKE FA 


| 40 NEXT F 


Wheelie is now one of the all 
time classics, if you haven't got 
it yet then rush out and buy one! 
Even though it has been out a 
long time now, this is the only 
set of pokes that | have received 
for it. These give you infinite 
lives. Type in the fisting and 


save it to tape for future use. E 


you get an error in data repo 
then check that you os e co 
ered ali the data properhy. 


5 REM WHEELIE POKES 

MO LETC = 0: FOR A = 23296 TO 
23340: READ B: POKE A,B: LET 

EC: B: NEXT A 

ca IF <=> 5024 THEN PRINT 

“ERROR IN DATA”: STOP 

30 RANDOMIZE USR 23300 

40 DATA 175,50, 21,91,49,0,0 

50 DATA 221, 33, 111, 63, 17, 


, FmN Fido FI 
Ê ro 1 , Do) - 
| EF mai” Eles O, EIA, | NES 


48, 234 
70 DATA 221, 33, 108, 98, 17, 
125, 152 
80 DATA 62, 255, 55, 205, 86, 5, 
48, 242 


90 DATA 62, 201, 50, 85, 117, | 
195, 30, 109 


FP NE = a O ET Es EL== pe = | am 


na | FS 


These pokes prevent you from 
slowing down plus they allow 
vou to pass through the other 


5 REM FULL THROTTLE POKES 
10 CLEAR 65535: FOR A = 23296 
TO 23311: READ B: POKE AB: 


NEXT A 
20 RANDOMIZE USR 23296: LET 
A = 60232 





| 40 DATA 17, 48, 117, 1, 194, 101, 


45 PRINT FLASH 1; “PLAY JSW 
10 CLEAR 25383: LOAD"! CODE | IITAPE FROM START” 
25384 50 RANDOMIZE USAR 64000 
20 FOR A = 23296 TO 23307: | 60 DATA 49, 200, 250, 221,33,0, 


READ B: POKE A,B: NEXT A 
30 RANDOMIZE USAR 23296: 
CLEAR 29999: NEW 


0, 17, 136, 0, 62, 255, 55, 205, 86, 
5, 48, 238 
ipi To Lodo ra 17, 56, 


33, 88, 152, 237, 176, 201 


100, 1,8,0,237, 176 
When the 'Sinclair Research Ltd' 


gene a 195, e E 62, 195, 





message giga on screen | 50,22,122,1 

then ese ese pokes 100 SAVE “LOADER” “LINE 10 
POKE 35443,0 for infinite droids | AMMAI | OM THE 
POKE 35303,0: POKE 33221,0 | mta = ça b io 

for infinite energy Ai 

POKE 30008,201 this s the 

ship from sinking w ia ere is | Definitely a nuno follow up to 
too much water in Monty Mole, Feu re having || 
Then RANDOMIZE. USR 31000 any problems key in this 
to start the game. routine, 
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3 REM MOLE 2 POKES 
10 PRINT AT 9, 2; “ENTER NO 
OF LIVES [6 TO 255)" 
20 INPUT AS: BEEP 1, 1 
30 IF AS = ““ THEN GO TO 20 
40 FOR B = 1 TO LEN AS 
JF AS bia oa, À a 
“THEN GO TO 

LET LIVES = VALAS 
IF LIVES < 6 OR LIVES > 255 
N'GO TO 20 
80 BORDER O: PAPER 0: INK O: 


90 PRINT INK 7: AT 9,3: “PLAY 
IN MO 


Rss 


11,9; “FROM THE START” 
100 LOAD “” CODE 
710 POKE 63559, 79 
120 POKE 63563, 83 
130 POKE 63574, 13 
40 POK 


180 DATA 033, 027, 249, 017, 000 
| ISO DATA 064, 001, + 0DO, 237 
200 DATA 176, 195, 000, 064, 033 
Z10 DATA 255, 247,017, 255, 255 
220 DATA 001, 000, 165, 237, 184 
230 DATA 049, 255, 095, 062, 


LIVES 
240 DATA 050, 127, 152, 195, 099 
250 DATA 169 


SPYHUNTER 


One of Denton Designs' US Gold 
conversions has attracted a 
routine to gain infinite lives. 
arts the usual procedure of 
typing in the listing and SAVE- 
tio it to E for future use, Then 
and start the Spy Hunter 

tape nda the 
have made a m 
data tape in put then the Ps 
puter will come back with an 


error message. 


5 REM SPY HUNTER POKES 

10 CLEAR 65535 

20 PRINT AT 9, 1;“PLAY IN SPY 
HUNTER MASTER TAPEV:;AT 
11, 3;“FROM THE START” 

30 RESTORE 

40 LETTOT = 0 

50 FOR N = 65024 TO 65114: 

READ A: LET TOT = TOT+ A: 

NEXT N 





Estssssass 
e ERA 
BASBRESS 
PEREREE 
RBGSRaGsE 
DERRSBEEGESS | 
SHBResatas 


210 DATA 205, 017,253,003, 
230 DATA 235, 033, 088, 254, 001 


NTY MASTER TAPE”; AT. 





co à gq | 
n you 





240 DATA 005, 000, 237, 176, 033 
250 DATA 000, 000, 034, 065, 092 
250 DATA 062, 001, 050, 068, 092 
270 DATA 201, 120, 074, 108, 098 
280 DATA 144 


NIGHTSHADE 


This routine gives infinite lives 
for Ultinate's recent release 
Though td wasn't their best 
game nf isa mappers delight 


5 REM NIGHT POKES 

TO BORDER 0: PAPER 6: INK O 

Ls Ro 

20 PRINT AT 8, 1 INK 7; 

IM NIGHTSHADE 

TAPE": AT 11, 

START” 

3S0FORN-ATOS 

dO PRINT AT 19, 0 

CODE 

50 NEXT IN 

60 POKE 52660, 240 

TO POKE 52661, 224 

BO POKE 52700, 176 

90 POKE 52701, 176 

100 POKE 52730, 160 
| 110 POKE 52731, 240 

120 POKE 52732,7 

140 POKE 52733,4 

140 PRINT USA 23424 


MASTER 
9:“FROM THE 


LOAD 





| TAPPER 


This another 


alhy appe: a number of 
months ago. Though kt wasn't 


printed wrong it onhy worked if 


rface 1 was attached. H you 
don't possess an Interface 1 


| ATO, 
STOP 


PLAY 


e that origin- | 





20 DATA 092, 062, 001, 050, 068 


| 2B80DATA 092, 201,013, 197, 245 


290 DATA 090, 028, 023, 002, 213 


H you have the old routine then 
mao this with it to get it to 


50 FOR = 23296 TO 23395: READ 


“A: LETTOT = TOT + A: POKEN, 
A: NEXT N 
60 IF TOT == 9545 THEN 


220 DATA 055, 205, 086, 005, 042 
225 DATA 083, 092, 017,244, 003 
230 DATA 025, 235, 033, 092, 091 


AD ASTRA 


Gargoyle Games' original hit 
has at est got some po es forit. 
Just use this routine to gain 
infinite lives. 


5 REM AD ASTRA POKES 

10 CLEAR 24490 

20 LOAD ““ SCREENS 

30 LOAD ““ CODE 

so LO BRFR CODE 

50 POKE 35852, 0: POKE 35853, 


60 POKE 35854, 0 
70 RANDOMIZE USAR 33000 


NIGHTSHADE 
This set of pokes get rid of the 
nasties except for the e four main 
creatures and the fireball. 


1 REM NIGHTSHADE POKES 


then the following routine will  5CLS 


allow you to have infinite lives .. | 10 RESTORE 

| 20LETTOT =0 

| 30 FOR | = 23296 TO 23430 

5 REM TAPPER POKES 40 READ A 

10 CLEAR 65535 SO LETTOT = TOT+A 
20 PRINT AT 9, 3; “PLAY IN | GOPOKEI,A 
TAPPER MASTER TAPE": AT NEXT I 
11,9; “FROM THE START” IF TOT <> 12907 THEN 
30 RESTORE PRINT “ERROR IN DATA”: 
40 LET TOT = O  BEEP 1,50: ria 
50 FOR N = 23296 TO 23395: | 90 PRINT AT 0; “START 
READ A; LET TOT = TOT + A: NIGHTSHADE TADE! ANY KEY .. 
POKEN, A: NEXT N «“: PAUSE 1: PAUSE 0 
60 IF TOT <> 9545 THEN PR 100 RANDOMIZE USAR 23296 
AT O, 0; “ERROR IN DATA”: | TO0DO DATA 49, 255, 255, 175,211 
STOP 1010 DATA 254, 33,0, 64,17 
70 RANDOMIZE USR 23296 1020 DATA 1, 64,54,0,1 
100 DATA 237, 091, 083, 092,042 | 1030 DATA 0, 27, 237, 176, 205 
TIO DATA 089, 092, 043, 205, 229 | 1040 DATA 122, 91, 62, 255,55 
120 DATA 025, 006, 003, 197.221 | 1050 DATA 221, 33, 0,0,17 


LO DATA oO 128. 091 pao (017 | 


0g2,237, 


240 DATA 025, 235, 033; 
250 DATA 001, 008, 000 237, 
260 DATA 033, 000, 000, 
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1050 DATA 136, 19, 205, 86, 5 
1070 DATA 205, 122, 91, 62, 255 
10B0 DATA 55, 221, 33, 0, 64 
1090 DATA 17, 0, 27, 205, sa 
1100 DATAS, 205, 122 
1710 DATA 255, 55, 22 
1120 DATA 96, 
1130 DATA 86, 5, 205 

1140 DATA 62, 288,55 


1180 DATA 128 128, 91 


op 
| VISODATA 17,58, 0, 205, 1 


PRINT 
O; “ERROR IN DATA": | 
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PYRAMID 


| Stilla good game now itis made 
that much easier by the addition 
of these pokes. 
1 REM PYRAMID POKES: PRINT 
AT 0,7; “START PYRAMID 
TAPE” 
z MERGE Rrrr 
5 GOTO 10 | 
282 INPUT E niid ENERGY (0 - 
999) "; LINE E$ 
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software getting harder 


SPECTRUM 
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R.R.R E8.95 
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284 IFLEN E$ = 0ORLENE$>3 
| THEN GO TO 282 
285 FOR | = 1 TOLEN E$ 

286 IF E (1) >= “0" AND ES (1 
<=> “g" THEN POKE 37310 -1" 3 
NAL ES (1) 

288 NEXT! 


CYLU 


k was claimed a bod at 
Firebird that it would be hard to 
crack the protection on this 
arm Desprte that, here are the 
“Infinite lives pokes. 


5 REM CYLU POKES 
10 CLEAR 63999 
20LETTOT = 0 


80 IF TOT <> 3318133 THEN 
PRINT FLASH “ERROR IN 
DATA": BEEP 1 0: ST 

pb sind “START CYLU 


100 RANDOMIZE USR 64000 
1000 DATA 49,0,0,221,33 
1001 DATA 0,0,17,17,0 
1002 DATA 175 ,55 ,205,86,5 
1003 DATA 17,232 ,3,62,255 
1004 DATA e 86,5 ,33 
1005 DATA 86,5,17,0,255 
1006 DATA 1,175,0 237 (176 
1007 DATA 221,33, a tio 
id pag ea 
1009 DATA 60 ,40,1 6221, 126 
1010 DATA 1 (19,221 25 221 

| 1011 DATA 35 ,24 ,239 ,195, B8 
1012 DATA 250, 80 132,113,134 
1013 DATA 115 128 A 141 


8 
1014 DATA 255 121,153,124,29 
1015 DATA 126 ,132 ,128 ,116 


129 
1016 DATA 255 142 ,145 ,143 
255 


1017 DATA 146,17,255 49,20 
1018 DATA 255 Wario dO 255 
1019 DATA 33,0,0,34,1 
1020 DATA 255,62, 195,50, 145 
1021 DATA 255 ,33 175 255,34 
1022 DATA 146,255,33,157,250 
1023 DATA 17,175 .255,1,76 
1024 DATA 0,237,176 ,22 
1025 DATA 0,64,17,0,28 
1026 DATA 62 ,255,55,20 
1027 DATA 21 ,243,62, 
[1 : 
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| 1042 DATA 31, 1 


1044 DATA 195, 0,91,62,7 


| 100 PRINT AT 1,1; 
| WAIT, HAVEN'T CRASHED” 


| 1037 DATAS5,5.5, 





1045 DATA 61, 32, 253, 237,95 
1046 DATA 195, 150, 255, 0, 
9999 STOP 


FAIRLIGHT 


This is the first of the 
routines but Em sure you wi 
agree that it is worth all that 
time typing Ht in, ve checked it 
out and works 

When sia start the Fairlight 
tape from the start a piece of 
code is not loaded and the 
counter on the loading screen is 
disabled, do not worry 

this because it is meant to 
happen. 


1 REM FAIRLIGHT POKES 
CLS 


80 IF TOT <> 9401761 THEN 
PRINT FLASH 71; “ERROR IN 
DATA": BEEP 1 dO: STOP 


“PLEASE 


110 RANDOMIZE USR 56328 
1000 DATA 195, 223, 218,0,0 
1001 DATA 14, 0, 201, 218, 133 
1002 DATA 11, 171, 222, 24,111 
1003 DATA 160, 107, 24, 0,0 
1004 DATA 91, 0, 0, 178, 220 
1005 DATA 160, 107,0,0,0 
1006 DATA 64, 243, 49,1 
1007 DATA 221, 33, 224, 
1008 DATA 224, 87, 17, 
1009 DATA 6, 24, 14, 8 229 
1010 DATA 37, 13, 32, 251, 125 
1011 DATA 214, 32, 111, 254, 224 
1012 DATA 40, 4, 124, 198, 8 
1013 DATA 103, 221,229,221,25 
1014 DATA 16, 231, 28, 62,8 
1015 DATA 211, 254, 38, 50, 6 
1016 DATA 156, 62, 22, 205, 214 
1017 DATA 218, 48, 245, 62. 198 


e) 
[is] 


1 


88; pise 
no 


ay 


1018 DATA 184, 48, 240, 37, 32 


1019 DATA 239, 
1020 DATA 218, 
1021 DATA 212, 


| 1024 DATA 221 218 
1025 DATA 237, 95, 6, 18, 46 


pr dpi l O api Z 


da 


1032 DATA 171, 221, Z, 221, 

1033 DATA 173, 221, 118,0, : 

1034 DATA 10, 203, 99, 40,1 

1035 DATA 58, 53, 221, 198, 138 

1036 DATA 131, 146,50, 53, 221 
58 


1 
1038 DATA 221, 198, 1 
1039 DATA 221 
1040 DATA 179. 


SE 
E 
N 
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1041 DATA 143,219,42,221,218 | 
82 


1042 DATA 17, 246, 3, 237, 

1043 DATA 194, 201,220, 33, 170 
1044 DATA 219, e 141, 219,221 
1045 DATA 225, 1 6 
1046 DATA 2, 195, “es; 219,209 
ao DATA 122, 179, 202, 188, 


1048 DATA 213, 221, 225, 19,17 
1049 DATA 32, 0, 6, 4, 195 

1050 DATA 65, 219, 124, 33, 203 
1051 DATA 219, 34, 141,219, 103 
1052 DATA 203, 124, 6, 1, 195 
1053 DATA 205, 218, 6, 6,209 


1054 DATA 122, 179, 200, 221, 


225 

1055 DATA 195, 65, 219, 205, 234 
Dae DATA 219, 208, 195, 221, 
1057 DATA 123, 230, 7, 195, 227 
1058 DATA 218, 62, 0, 195, 232 
1059 DATA 219, 62, 19, 61,32 
1060 DATA 253, 167, 4,32,3 


1061 DATA 201, 201, 220, 219, 


254 
1062 BRA 200, a pi 32 


254, 55, 201, 1,58 
1066 DATA 0, 33, 182, 92, 205 
1067 plug 5, 221,33, 
1068 DATA 0, 17, 93, 5, 62 


G YROR 
The second bigay routine 1 
take a while to key in but it é 
vork! This program stops 1 
rs from firing and ht D 
dies a paus é. Press O 
I é and 1 to resume play 
| REM GYRON POKES 
LB, 244, 205, 218 
1022 DATA 219,48, 220, 62,1 
Og3 DATA 50, 241,219,221,33 
1024 DATA 221,218,17,2,0 
1025 DATA 237,95, 6, 18 46 
1026 DATA 1, 120, 6, 215, 205 
INZ/ DATA 214,719,208, 62, 228 
1028 DATA 184 “Os, 21 » dê 
Ue9 DATA 210, 68, 219,58, 220 
TOGO DATA 218, 139, 220, 218 
103 ATA 101,58, 53,2 170 
0 ” DA A, 171 / E Fa 1, 
ensia 
Fada 
U3I DATA 173,221, 119,0,6 
INSS DATA O, 209, 99,40, 13 
103 LAT A 58 ars |, 198, 138 
1036 DATA 1: 31, 6, 50, 53, 221 
103 5 AT AS. Na 8, 63 
1038 DATA 221, 198, 103,50, 5 
1039 DATA 221, 221,35, 27,12 
DSO DATA 179, 194, 65,219, 19 
041 DATA 143,219, 42,221,21 
142 DATA 12, 245, 3, 237, ER 
[049 DATA 194,201,220,33, 170 
TIDAS DATA 719.3 [41,219 221 
1045 DATA 225 0,6 
1046 DATA 2, 18 219, 2 
1047 DATA 122, 179, 202, 16 
a 
1042 DATA 213 294 E 48 415 
ISS DATA 213, 221,225,19,1 
1049 DATA 32,0, 6,4, 195 
1050 DATA 65, 219, 124,33 
TOS1 DATA 2198, 34, 141,219, 103 
MEO MATA HA va NE 
Vifddo LAPA O PA CAS, DupMh, LP Em 
1063 DATA 205, 219.6 8. 209 
1054 DATA 122, 179, 200, 221 
225 


1056 Di ATA 219, ; 185, 2 
219 


mi si cl ed] dl 


CE E 
nd am und ca 


10 
EM 
| E F 
| 
[ 


e mei nã con) mi) cx sad 


a aÃ, lh 
o ue é 






1069 DATA 255, 55, 205, 86, 5 
1070 DATA 48, 241 1, 62,55, 50 
1071 DATA 53, 221,33, 63, 220 

É: 






1072 DATA 17, 178, 220, 1, 
1073 DATA 0, 237, 176, 175 
1074 DATA 254, 33 , 244,1,1 
1075 DATA 43, grau 181,32, 

1076 DATA 195, 223, 218, 33, 
1077 DATA 0,34, 173, ro Já 
di lbd dio 174, 2 
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1150 DATA 1 
VIGO DATA; 
1170 DATAS 
1180 DATA 
1190 DATA 1 
1200 DATA 
1210 DATA 9 
1220 DATA 2 
1230 DATA 2 
1240 DATA! 
1250 DATA 
1260 DATA 0 
9999 STOP 
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COMMODORE 64/128 SPECTRUM 48K 


COMMODORE 64/128 


SPECTRUM 48K 


| NE, 


vm o Sun = = : A ” 
DARE al 


U.S. Gold Limited, Unit 10, Parkiway Industrial Centre Heneage Street, “e , | 
Birmingham B7 4LY. Telephone: 021=359 8881 DISK £1 4.9 , 
COMMODORE 64128 
- Based on compiled data (B4/Spectrum) from Rarm/C/Micro Dealer Charts 








FIGHTING 
WARRIOR 


| When you defeat an enemy this 

routine restores all your energy 
so vou stand à quod chance of 
completing ft, Save the routime 
to tape for future use 


1 REM FIGHTING WARRIOR 

& CLEAR 65535 

TO LET TOT - 6 

20 FOR | - 232596 TO 23401 | 
30 READ A: LETTOT -TOT. A| 

A PEEK |[-23296| 

40 PURE 1 ,A 

60 NEXT 

bO JF TOT 
PRINT “ERROR 
BEFEP 1,0: STOP 
FO INK O: PAPER O: POKE 23624 
56: CLS 


1300323 THEN 
IN DATA! 


80 PRINT 
WARRIOR TAPE" 

50 HANDOMIZE USR 23296 
1000 DATA 221,33,0,0,17 
1007 DATA 17,0,175.,55 .205 
1002 DATA 86,5 ,62,255,17 
1003 DATA 200,0 55 205 86 


ATO ol: CSTART 


1004 DATA 5,17,17 0,175 
1005 DATA 55.205 88 5,17 
1006 DATA 200,,0,62 255,55 
[1007 DATA 208 86 5 221,39 
1008 DATA 0,128 Er 250,0 
1009 DATA 62,130 55 205 .B6 
IOI0 DATA 5,62,195,50,277 
TOY DATA 128,33 ,65,91,34 
1012 DATA 218,128,195,0,128 
1013 DATA 229 33,62 ,16,34 
014 DATA 37,64 ,33,0,50 
1015 DATA 34,39,64 33.28 
1016 DATA 239,34 41 64.33 
1017 DATA 0,195,34 43,64 
1018 DATA 33,197 ,235 34:45 
IDIS DATA 64 225.,62,11,61 
TOZ0O DATA 32 ,253,0,195 222 
tTOZ1 DATA 1728 





ad j | “A ” a 
FE EtPRTE. 


Many of you had trouble with 
the routines printed in issue 14 
for this game so here is a revised 
version which shouldn't 
have problems w 


5 REM ENG LORE POKES 


= 65024 TO 6517 
50 READ A: LET TOT = OTA 
+ À * PEEK (1-65024) 
60 POKE |,A 
70 NEXTI 
809 IF TOT <> 2713224 THEN 
PRINT FLASH 1; “ERROR IN 
DATA!!!”: BEEP 1,0: STOP 
100 PRINT “CHANGE INTO 
WOLF (W/N) 7";: GO SUB 500: 


| 1030 DATA 122,1 


à 


PRINT K$: IF K$ = “N” THEN 
PRINT “YOU ALSO GET INFIN- 
ITE TIME! ! ": GO TO 130 

110 POKE 65107 ,58: POKE 
65110 ,58: POKE 65113 ,58 

120 PRINT “INFINITE TIME gg 
?";: GO SUB 500: PRINT K$: | 
K$ = “Nº THEN POKE 65099 “3 
130 PRINT “CAN YOU BE 
KILLED (W/N) 7";: GO SUB 500: 
PRINT K$: IF K$ = “Y” THEN 
POKE 65103 ,58 

200 PRINT $1;AT : so: START 
KNIGHTLORE TAPE 

210 RANDOMIZE USR 65024 
O ROO IF INKEY$ <> “” THEN GO 


510 POKE 23658 ,8: LET K$ = 
INKEYS: IF KS <=> “Y"“ AND K$ 
<> “Nº THEN GO TO 510 
520 RETURN 
1000 DATA 33,0,92,17,1 
1001 DATA 92,1,0,162,117 
1002 DATA 237, 176 76,221 33,0 
1003 DATA O AT, en 
1004 DATA 255 ,55,205 ,86,,5 
1005 DATA 48 ,229 6,200 118 
1006 DATA 16 ,253,205,103,254 
1007 DATA 251,5,100,118,16 
1008 DATA 253 49 255 255,33 
1009 DATA 0 ,64,17,0,27 
1010 DATA 205 ,103 ,254 ,205 


AZ9 
1011 DATA 254 ,33,0,97,17 
1012 DATA 0,125 ,251,6,100 
1013DATA 118,16,253,205,103 
1014 DATA 254 205 ,129 254 
1015 DATA 50 ,30,196,175,50 
1016 DATA 63,209,175,50,161 
1017 DATA 195,50 ,162 ,195,50 
1018 DATA 163 ,195,195,0,97 
1019 DATA 6,0,167 ao 237 
1020 DATA 5 208 
1021 DATA 118,16 263 243 205 
A 95,254 ,12 40 


25 
1028 DATA 13 208 22 48 242 
1029 DATA 12 


E 
Frida 
“2 
ea 
O « 
ta 
mn 
da 
ad 


9999 STOP 


Another set of 
me but they 
tonal things. 


5 REM HALLS POKES 

10 CLEAR 65535 

20 RESTORE : LETTOT = 0 

30 FOR | = 64000 TO 64074 , 

40 READ A: LET TOT = TOT +A 
+ À * PEEK (164000) 

50 POKE |, À 

60 NEXTI 


kes for this 
o some addit- 


FO IF TOT <> 1065524 THEN | 


PRINT FLASH 1; “ERROR IN 
DATA !”: BEEP 1, 0: STOP 
80 POKE 23658, 0 
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1014 DATA 205, 
9999 STOP 





100 PRINT “CAN YOU BE 
WOUNDED (Y/N) 7”;: GO SUB 
500: PRINT K$: IF KS = “Nº 


| THEN POKE 64068, O 
| 110 PRINT “UNLIMITED MAGIC 


[Y/N) 7“;: GO SUB 500: PRINT 
K$: IF K$ = “Y” THEN POKE 
64053, O: POKE 64058, O: POKE 
64063, 0 


120 PRINT “UNLIMITED 
ARROWS (Y/N) 7";: GO SUB 
500: PRINT K$: IF KS = "y” 
KE 64048, , 
200 PRINT AT O, 1; "START 
HALLS OF THE THiNGs TAPE” 
210 RANDOMIZE USR 64000 
500 IF INKEY$ <> “ THEN GO 
TO 500 
510 LET K$ = INKEYS: IF K$ <> 
“Yº AND K$ <=> “Nº THEN GO 
TO 510 
520 RETURN 
1000 DATA 45, 0,0,1,58 
1001 DATA 0, 33, 182, 92, 205 
1002 DATA 232 
1003 DATA 92, 
1004 DATA 255 
1005 DATA 48, 241 
1006 DATA 17.0,1 
1007 DATA 33, 237, 
1008 DATA 250, 34,. 
1009 DATA 0, 192, 62, 61,50 
1010 DATA 221, 126, 62,2,5 
ID11 DATA 3,1 
1012 DATA 100, 131, 
1013 DATA 126, 140, 
127, 195, 0, 96 


25, 
17, 
(55 
41 


o, 8 


a” Fu A] EN TE F, 1 pn H 
EF | " Fai! 


D. 
E = - EA Th 
Next month will see some 
infinite lives pokes for this game 
but these should keep vou 
going for the moment! 


| 5 REM DYNAMITE POKES 


10 CLEAR 63999 
Z0LETTOT=0 

30 FOR | = 64000 TO 64164 

40 READ A: LET TOT = TOT + A 
+ À * PEEK (1-64000) 

50 POKEI,A 

60 NEXTI 

70 IF TOT <=> 2611775 THEN 
PRINT FLASH 1; “ERROR IN 
DATA!!!": BEEP 1,0: STOP 

80 POKE 23658 ,8 

100 PRINT “DO YOU WANT 
CREATURES (WY/N)?";: GO SUB 
500: PRINT AS 

110 IF A$ = “Nº THEN POKE 
64151,50 

120 PRINT “TELEPORTS(Y/N) 


?";: GO SUB 500; PRINT A$ 
130 IF A$ = “N” THEN POKE 
e BN 

PRINT “KILLER RAYS 
(ANP GO SUB 500: PRINT 
50 IF Ag = “Nº THEN POKE 
64157 


+90 
160 PRINT AT 21 ,0; “ARE 


| THESE OPTIONS OK (Y/NJZ": 
SUB 500 


GO £ 





165 CLS 
170 IF A& = “Nº THEN POKE 
64151 ,33: POKE 64154 ,33: 
POKE 64157 ,33: GO TO 100 

180 PRINT AT O ,0;” START 
DYNAMITE DAN TAPE” 

190 RANDOMIZE USAR 64000 
500 IF INKEY$ ==> “" THEN GO 
TO 500 


510 LET AS = INKEYS 
520 IF AS <= “Y" 
“Nº THEN GO TO 
525 BEEP 25,40 
530 RETURN 
1000 DATA 49,132 ,253,221,33 | 
1001 DATA 0,0,17,17,0 
1002 DATA 175 det dad 
1003 DATA 17,232, 

1004 DATA 55 ,205 .8€ 
1005 DATA 33 ,34 ,254 
1005 DATA 1,52,7,55,205 
1007 DATA 86 ,5,1,254,1 
1008 DATA 33 34 ,254 ,126 237 
pres DATA 103 126 238 ,165 


1 +» 


| 1010 DATA 35,11,120,177,32 


1011 DATA 243 ,243 ,33,71,250 
1012 DATA 17,163,255,1,92 
1013 DATA 0,237,176,195,163 
1014 DATA 255 ,62,132,17,0 
1015 DATA 24,221,33,0,64 
1016 DATA 205 ,171 46 1) 
1017 DATA 4 ,221,33,255,9 

1018 DATA 205 ,42 ,255,1 “205 
1019 DATA 1,221,33,0,0 

1020 DATA 205 ,250 ,254,17,29 
1021 DATA 159 ,221,33,28,250 | 
1022 DATA 205 ,42 ,255,33,192 
1023 DATA 93,1,48,117,126 
1024 DATA 237 ,103 ,126 ,238 


230 

1025 DATA 119,35,11,120,177 
1026 DATA 32.248 33 28,250 

1027 DATA 17,28,255,1 so 
1028 DATA Nr STo dá 184 ,33,16 


mi gado 


1029 DATA 167 ,34,54,92 ,62 
1030 DATA 201,33 ,146 229,33 
1031 DATA 92 30,33 ,213 220 
1032 DATA 195,0,200,0,0 
9998 STOP 
É 
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É in the vastness of 5 space om the heart of an Intergaloctic 
ed Criminal Network, TALOS ond otits head the evil CFRUST. GROSS. 


a Avast ditch attempt by the Free Worlds to rid the Universe of this 
seomingly unstoppable force has called on the services of the 
NEMISIS ORGANISATION, a hardened codre of humanoid and robitic free booters 
pa have assigned NOMAD [Nemisis Organisation Mobile Attack Droid) to penetrate GROSS's 
heavily ormed homeworld and destroy this vile despot once and for all 
Tour mission must SUCCEED. Fou are the NOMAD controller. 


Pç House: ? timido Street - Manchester: M2 5NS . pre: 06] 1-832 sc a casa 


Ec etiotio pi a em dera dorrgre haim, ol HEr Wes AEE WDOLHDATH LASETS Aumbelows Eroema pre bro ciel ll cj dogs [hm 














1/ 7) WAY OF THE EXPLODING FIST Melbourne House 
2 [ 2) HYPERSPORTS Imagine 
3/ 6) FAIRLIGHT The Edge 
4 9) SPY VS SPY US Gold 
5 (11) HIGHWAY ENCOUNTER Vortex 
6/ 7) NIGHTSHADE Ultimate 
7 (14) SPY HUNTER US Gold 
8 /—-) STARQUAKE Bubble Bus 
9/ 8) MATCHDAY Ocean 
10 / 3) NODES OF YESOD Odin 



















12 (10) SHADOWFIRE Beyond 


14 (12) DYNAMITE DAN Mirrorsoft 





16 (73) ALIEN 8 Ultimate 










18 [—) DT'S SUPERTEST Ocean 






20 (21) KNIGHTLORE Ultimate 





21 (—) WORLD SERIE S BASEBALL Imagine 

22 [-—) TAPPER US Gold 

23 (—) STARION Melbourne House 

24 [——) SCHOOL DAZE Microsphere 

25 (—) MATCH POINT Psion 

26 [ 5) DALEY THOMPSON'S DECATHALON Ocean 
27 (26) BRUCE LEE US Gold 

28 [19) LORDS OF MIDNIGHT Beyond 

29 |-—) ARNHEM CCS 

30 (—) WIZARD'S LAIRBubble Bus | 
















e g this mM month is Graham Morris of Cranleigh, “with 
Fis alia ms of Millor, Cumbria, Mark Griffin from Galway, 

TES, | Ireland, D Dos O'Connor (1 not THE Des... 7) of Wembley and Mrs 
“Middleton from Sheffield running up, so to speak. 
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mm | “R | Ee o = 1/ 4) MARSPORT Gargoyle Games 
US 2 ( 2)RED MOON Level 9 
3/ 3) DUN DARACH Gargoyle Games 


4( 1) FOURTH PROTOCOL Hutchinson | 
5 ( 5) DOOMDARK'S REVENGE Beyond | 


6 / 6) KENTILLA Micromega 

7 7) LORDS OF TIME Level 9 

8 / 9) SHADOWFIRE Beyond 

9 (—) OUT OF THE SHADOWS Mizar 
10 (70) LORDS OF MIDNIGHT Level 9 
- 12/14) RETURN TO EDEN Level9 
14 (19) HAMPSTEAD Melbourne House 
16 (16) SHERLOCK Melbourne House | 
18 /—) COLOSSAL ADVENTURE Level 9 


20 (29) VALKYRIE 17 The Ram Jam Corporation 





21 (20) GREMLINS Adventure International 
22 (21) THE HOBBIT Melbourne House 
24 (22) AVALON Hewson Consultants | 
25 (23) EUREKA Domark É | 
26 (24) SNOWBALL Level 9 | = 1 
“27 (-) ESPIONAGE ISLAND Artic 
28 [25) VALHALLA Legend 
29 (28) ORACLE'S CAVE Dorcas 
80 (27) THE EUR Adventure International 









E a E É Ne ur dd Mn E a 

a asa ; Kar of nabo 
Manch ester, A Mer tr pes Burwell and Nicholas Abarno who 

has from Croxiey Green in Rickmanswonh. | 
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CRASH Christmas Special 1985 115 






elgigure 


3 Montagu Romi London WiH AB. 








* Availabis Now! —FCBM 64 Scalexic, E855 (Cassete) O aro Ee 
MAIL ORDER: Piaasa send cheque or Postal orolar fo: LEISURE GENIUS, 3 Montagu Row, London WIN AE | 
fiscais dela dq E PRP RR Ro RR computer «pqp E ia EEE 
CLUEDO [O] JE igriçie Ana tado pie a SEE ASRRIRE EE SE STORES 
| monoroLr [ |[ | anoress : | AND AT OTHER GOOD STORES. 








CLEO tráde mark and copyright licensed by addingiona Gemas Lj 
MONCPOL o producod under boanga inôm Parker Brotivero and 
in a 


| sosexrao [5] 
i BBLE | | ch Lid. SCALEXTAIC” is a regis rod Lindo met pl 
sa | LJ >> POSTCUOE O dah aeb SCRABELE” (rada mare and copyrigha licensed by 
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TIP: 


n— 





hi po 
ares 


It hardly seems a year ago that | made my debut Playing Tips (l had 
been writing odds and ends for a couple of months before] but there 
again it just goes to show that Lloyd Mangram's saying is true. 

Time flies when you're being overworked and underpaid.' 

Those of you who have been paying close attention to the Playing 
Tips column will have noticed that since last January | have risen 
through the ranks and am now head of the Playing Tips Dept for 
CRASH with my own desk and personalised chair (it's got a sticker 
undermeath saying that it's mine). Of course | have to fight running 
battles to keep them both, for being at Skool during the day means 
that my property is under continual attack, So far this year the 
following has gone missing: 

2 Packets of Worcester Sauce French Fries 

2 Struts that hold up my In and Out trays, now the contents of both 
are mixed ps 

va Yorkie Bar nicked while was cleaning the windows, later | found 
out that Jeremy (On diet so must eat) Spencer had consumed it. 

1 Packet of Acid French Fries | 

a of a can of Coke previously spiked with Washing up liquid 

10 Biros (| nicked these from someone else's desk in the first place). 

Another cn. of packets of Asbestos French Frias 

1 Packet of Mixed Nuts and Raisins which still had the Brazil nuts in. 


« 
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THE FOURTH questions are: 
| (1) Faulk: 
PROTOCOL (2) Swedish 
(3) Stenberij 
(4) Nilson 


Since | first published some tips 
for this game a few month back | 
have been deluged with pleas 

for help. Luckily Steven Stewart 


(5) Fingerprints 
(6) Gaza Strip 
(7) False Flag 


É AVING 
=áiL dh 








Music Tapes 


1 Stereo (hard to conceal so | found it sometime later in the clutches 


ofa sleeping Liddon) 


And yet more packets of Entrail dissolving French Fries. 
Luckily my desk hasn't been under that much threat but if Rignall's 
ego grows anymore (is that possible) then it will surely need some- | 


thing to sit on! 


This qem has been an excellent one for tips and games. The stand- 
passes that which appeaared this 
caught my eye this year are The 


ardo 


time top 10 on the Spectrum: 


LORDS OF MIDNIGHT & MARSPORT € DOOMDARK'S REVENGE € 
| TH CHASE € DRAGONTORC € STARSTRIKE € TIR NA 
NOG 8 ROBIN OF THE WOOD € KNIGHT LORE 

Even by todays's standards many of these are still excellent games 
which | would recommend to anyone. Most of them have been 
featured heavily in the tips section but | still want information on the 


ELITE & DEA 


Special Mission in Elite, 


the filing cabinet and type in 


Preston”. This gives you an LD. | ietake the A in ASPEN to be 
card. Now goto thesecondfloor | 4..., 
to receive a message from B This lets you get into the lift. 
Harcourt-Smith. Do nottakethe | On the first floor you must 
documents or the folder outof | examine the teleprinter, then 
Gordon St. or you will be run a search on BREMERHAVEN 
arrested. To get into Sentinel tdo not worry when nothing 


House you need your |.D. card so 
don't drop it 


In Sentinel House, you can this in the order shown then you 
drop most things in your office | won'tfind anything. What you 
but not the LD. remember. You | do find is TWO telephone 
will receive a piece of paper numbers for two ships. Mistral - 
from Penfoid which tells you a 02726514 and Auslander - 


poem. lt reads 
In Xanadu did Kubla Khan a 
stately pleasure. ... 


ASPEN to get an eight-figured 
Number. Note you must first 


ATIC ATAC 


you're the proud owner of this 
game and STILL have not 
completed it then dig it out, load 


software released now sur 
time last year. Games that have 
Fourth Protocol, Marsport, Dragontore, Shadowiire, Robin of the 
Wood, Astrocione, Elite, and Fairlight. Also listed below is my all 





| Manor, you should now have 


Might, down right coht right, 


beware oi the dev 





use the first letter in the poem, 


happens). Then go and check 
the other printer. Ifyou don't do 


0255502. You only need to 
ne the Mistral number 
ause the Auslander does not 


fyou type “Code” into the leave its dock, but you must 
computer it tells you this: phone Mistral because when 
“Seeglossary, so letXequal3' | you a to Bristol (Bristol being 
This means you mustdo this | thedocking place of the ship) 
to the poem: Ou must go to Bus platform 
In Xanadu did Kublai Khan a e and wait for a bus. This 
'* Stately pisasure takes you to the docks where, 
123456789 111111111 12222 | after finding the ship, yougeta | 
CEPE DDA IIITIIAA piece of paper from the captain 
012 3456/78 9012 3 4567890 of the ship. Next you must take 
12345678 | the briefcase to Crick in the 
You then look up the letters in hobbyists shop at Boston 


about 33% 


of Knightswood has sent in 


you type these in you will get 


some help which should getyou | the password ASPEN. This 
through the remainder of the word is used for the FIRST lift, ie 
first part of the aandsome | the one in Gordon St. 
of the second. K anyone has got In the second part, examine 
any more tips they would be the coat to find the key for the 
greatly appreciated. drawer. This gives you the tube 
map and the wallet. After taking 
The aanswers to Plumbs | the computer, you must go to 





night, fallto Gold 


itup and follow thase directions 
as sent in by Thomas Irvine of 
Alpington but they only work on 


k Tt down left li ft. ON 
your first go 


teft. Pickup AC of key. Rrahi 
nght, right, vp, up, Up 

Down left, pick upgreenkevief, down vn dor 
left left, leftup,u Pick up handle ot key. Up, up 
nght, noght, up right and you've 
finished the game 


and pick vo Golden Key 
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ASTROCLONE 


Continuing the saga of the 
Astrociones' quest against the 

| Seiddab, Steve Tumer takes up 
the story. 


FRONTIOS AND SPECTROS 
| Iwomore bases were isolated, 

Frontios Galactic Outpost had 

roved to be virtually defence- 
ess. À locked door was a prob- 
lem until it was short circuited 
with a computer. This was 
charged up by smashing a 
terminal with a hammer. Án 
Astro Clone found death in 
some alien caves hidden behind 
a door. There, two thousand 
years ago, the Sei had first 
encounterd the malevolent 
snake like-Kri; ending their civil- 
Isation. Inthe narrow tunnels Kri 
pods erupted. The young Kri 
were deadly iftouched butas yet 
unabte to send the deadly mind- 
bolts that the adults used as 
their means of attack, 

The Clone squeezed past, 
After a deadly encounter with 
many snappers a wire was 
found, This was used to fish a 
transmit card from an old 








” 
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burrow. The wire also proved 


| Useful in shorting out the last 
| terminal, shutting the base 


down. Strange signs were found 
intwo of the rooms: 

On Spectros the Move maint- 
enance droids were quickly des- 
patched with few losses. À 
destruct device when held in the 
hand proved able to demolish 


“any droid in the base, this was 
| used to great effect and the 


Astroclones proceeded with 
minimal difficulty. A detector 


| was used to find three craftily 


hidden artifacts, an Isocase, Its 
sonic key and a pass. The 
Isocase contained the Acron 
Device, the only weapon able to 
destroy the Kri which up until 
now had wrought many 
casualties on the invading party. 
The pass opened two doors, 
Behind one a very small 
unmoveable object was heavily 
guarded by a terminal issuing 
Dolts of pure energy. Many 
roomms were quarded by the 
ultimate class of droids the 
Battle Cyborg, floating on their 
antigrav pads they were a 
deadly opponent causing many 
losses. In two rooms energy 
balls blossormed out of 
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nowhere. Their invisible 
creation devices when shot with 
laser revealed two more 
securipasses. Behind the locked 
doors code cards and a wire 
were found. The cards 
deactivated the strange defence 
terminal, the wire shorted the 
launch terminal revealing the 
exit beamer. 


5 YNCRON HO 

At last the Sei headquarters had 
been found; it was here that the 
six messages were hidden by 


| the last of the Sei in their last 


desperate attempt to fight off 
the Kri, 

oyneron HO was defended by 
spherical sentinel droids, 


| Luckily for the Clone force these 


were an earlier class without the 
dreaded phased beam 
weoponary of later Cyborg 
models. Still, resistance was 
tough but eventually the droids 
succumbed to the powerful 
Clone laser fire. Locked doors 
were encountered but a small 
utility robot when powered with 
a battery proved able to control 
these and allthe beamers on the 
base. The control room was 
cleared of droids — not an easy 


task but one that resulted in few 
losses on the Clones" part. One 


| owned a sonic key, opening an 


Isocase containing a cassette 


| with a C64 program captured 


twenty years before from an 
Earth computer museum. 
Wondering whata Llama washe 
inserted the program into a 
drive. The launch compter 
promptly freaked out. 

The HO pass gave access to a 
beam room which the robot 
activated, The Clone beamed 
downto a crystal mine quarded 
by deadly laser beaming mine 
droids. Many clones were tost 
before the mine was cleared but 
the effort was worth it. Two 
messages were found down 
tunnels, another two using an 
autograb to fish behind a rock 


and in a hole. A message onthe | 


ceiling had to be shot down. The 
final message had to be blasted 
outofa heap of rock. Explosives 
were placed and the detonator 
pushed. À code card 'Alpha' was 
also revealed. The six messages 
were carefully pieced together 
— here was all the information 
the Clones needed to complete 
the mission! But first Termina 
had to be taken ... 
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“LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR 


 LIBERATOR - LIBERATOR 


“LIBERATOR -LIBERATOR -LIBERATOR - LIBERATOR - LIBERATOR - LIBERATOR -LIBERATOR: LIBERATOR -LIBERATOR - 


A major technological breakthrough for the SINCLAIR 
SPECTRUM 48K AND SPECTRUM PLUS, 

LIBERATOR is a multi-functiona! interface thar will 
give all 48K machine owners the freedom to use their 
computer to its full potential, 

Forming a permanent part of your computer the 
LIBERATOR whose heart is custom built micro chip 


(developed in conjunction with FERRANTI ELECTRONICS) 


LI ha a RA É 6, R. will add a massive TEN functions to your SPECTRUM, 
E Bought separately you would expect to pay over 
| E 150.00 for these functions, the LIBERATOR costs onhy 
: : LL q be ; E34.95 inc. VAT., PRP, 


Here's the functions... 


v | | | CENTRONICS PORT now you can hook 
| | | 7 EN vpro full size printers; software supplied and 


fully compatible with TASWORD etc, 


R5232 PORT allows you to communicate with other 
| = computers and Prestel, Micronet etc. (Software supplied). 
o SOUND THROUGH THE TELEVISION controls 


your game sounds via the T.V, volume: 

SLOW MODE siow down your program through an 
almost infinite number of speeds. 

VIDEO PORT connection to monitors, 

ALL JOYSTICK PROTOCOLS with the flick of a 
switch you can choose KEMPSTON/PROTEC and SINCLAIR 


| 1) FU NCTI O N LEFT or RIGHT. Two player games can be played with the 
tita figa LIBERATOR. 
: NTE RE ACE RESET BUTTON no longer any need to pull power 
| socket LO reset your computer, 








NO OTHER INTERFACE HAS THE THROUGH PORT connect other interfaces 
| E e.g. interface | for MICRODRIVES. 
CAPABILITY OF THE LIBERATOR SAVE/LOAD by the flick of a switch either save or 
e Eae. load your programs (ho need to remove and change leads). 







POWER INDICATOR lets you know when your 
“computer is on. 





E ] 
LEE RE. 


THIS |5 A MAJOR BREAKTHROUGH IN PICO AS = 
OÓ N L H £34.95 Actual size: 


230mm long x 70 mm wide 
w 30 mm deep 








Fleasesendme.  tiberatorsar (34.95 each 

Computer maks JE 

| enclose Cheque/Postal order for É. 
| Made payable to KONIX. 

Please charge my Access/Visa Bs 
| Cardholders can call (0495) 7 1988 to order 

Signature 

Name Ee 
o | Address 
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Trade and export enguirtes contact either Keith or Way 
on (0495) 71 1988 

Konis Computer Products isa trading name of | 
Creative Devices Research Limited, 


Postcode ga ANNE ui k 
Konix Computer Products, Unit 13, Sirhowy Industrial Estate, 
| Tredegar, Gwent NP2 40Z, 
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MARSPORT 


Last month | did “ingnta some 

tips for this excellent game but 

een not have seen them 
se they were tagged on 

the end of the Shadow of the 

Unicorn tips. So here they are 

again with a few extra tips to 

| help you complete phase one. 

| Thanks to Paul Fisher of 

| Kingsthorpe and a cast of 

thousands for this information. 


| 1. First go to to Elis Section G 
and get gun permit. Now 
proceed to Daly Section D and 
put gun permit in key locker, 
take gun go tocha rgel locker: and 
deposit the gun in it. This 
charges the gun and you are 
now ready for the enemy but 
remember you can only shoot 
the warriors with this gun not 
the Warlords!, 
2.Goto Daly Section C and get 
the flour then to Section A and 
get baking tin and to Section Dto 
get water. Put these in a factor 
unit to make a cake. Put the cake 
in the key locker and the bakery 
is now open. 
3. Now go to Daly Section G and 
get the charcoal. Once you have 
one this then go to Joly Section 
H and get the gauze. Take a 
chute to laxa level Section € and 
put these in factor unit. This will 
make a gas mask. Go in the 


| a key loco 








us” pe E 


danger door here and when 
bomb has exploded put gas 
mask in locker for future use, 
d. Go to laxa Section 6 to the 


| Map roóm, take Earth map to 

| Section À (via the Gas Bomb). 
"Go into the icecream room and 
| E the ice pack. Go to Gill Level 


ection E, ae the Earth mapin 
er, this opens the soil 


de 
E Take | ice pack to Gill Level 
Ph Cand putitin the key 


locker. This opens the hot house | 


door. Get the geranium from 
inside. 
6. Goto Joly Level Section Hand 
put the geranium in the key 
locker to open the plant room 
door. 
7, Goto laxa Level Section Hand 
get the glass then go to Section 
3 and enter the map room, get 
the sun chart and go to Section E 
and get the frame, take these to 


| Alba Level Sectiôn B and put 


them in a factor unit. This wvil| 
make you some eye shields, 


| Now go in astromomy door, it is 
| safe to enter here as long as you | 
have the eveshields. When the 


Nova bomb has detonated put 


| the eyeshields in the locker for 


future use. 

8. Go to Daly Section Fand enter 
the bakery, get the dough and go 
to laxa Section A and get the 
cornet from the ice cream room. 
Go to Farr Level Section À and 
put the cornet in the music 
rooms key locker. This is now 


ie below are dade E 
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open. Get the lute from inside, 
| 9.Goto Byer Section 1 andinto 
the oratory door, get the dais, go 
to Section E and put the doug 
in the key locker. This opens the 
banker door. Go through to 
Section A and put the dais and 
lute ini factor unit. These will 
make the lead suit. Now go in 
danger door and once radiation 
bomb has gone off putitin 
locker for future use. Go through 
to Section É. 
10. Go down to Joly level 
Section € via the South facin 
Hft. Go in safety door and get the 
gar mufis and the boots. Go back 
up liftto Byer level Section E. 
Then go to Section À into the 
danger door. Put the bomb in 
the key locker and this will open 
the door to Section B, Go 
through to danger door in this 
section (Northern one). Go in 
when sonic bomb has gone off. 
Put the ear muffs in the locker. 
11. Go to Daly Section € and put 
boots in the key locker. This now 
opens the chemist door. Take 
the oxygen from inside, go to 
Alba level Section À and get the 
empty tank, go to Coma level 
Section À. Put these in factor 
unitand you will now receive an 
air tank. Go into the danger 
room once the Vacuum has 
fone put the tank into the locker 
r future use, 
12. Now go to Byer level Section 
É and get the calculating 
machines then go to Coma level 
Section E and get the steps, then 
oto Farr level (via the vacuum 
anger room) and to Section G 
go into the Games room and put 
e steps and the calculators in 
factor unit. You now have a 
snakes and ladders game. Put 
this in the key locker and the 
door will unlock to Section E. 
13. Go to Alba Section Dand into 
the Director room, get the first 
key to m-central. Go to Byer 
Section E and into the banker 
door, get key 2. Then go to Farr 
Section G and get key 3. Take 
these through to Section E and 
take the down liftto Hale level (at 
last). Go to Section Hand put key 
| Z in Southernist locker and key 3 
| inother one. M central door 
| between these is now unlocked, 
Go through and into Section E 
and into the sanctum door. You 
have now completed Phase 1. 
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BACK TO SKOOL 


At the time of writing this game 
has onhy been released for a 

E couple of days but Rober Allen 
of Banbury has already sussed 
out some of the problems 
contained in the game 


Wihe 
Boy' 


desk 


thre EC ups on a ho ; and 
them Ee vv turn Diuefos 
Every one yot shit Now go up 

NrBE S stairs anã arm the E catapt mM 

the cups. When a tear 
ong ti re aithe cups, 

come water should be knoc 
out. lf the water touches a 
teao er ten they tell you à 
nu umbe «note this dr Do this 
] ers and write the 
win ona bla dal ara 
you can now ride-the b the 
SO HE [a ate is su ut tner poe nna 
bike towards itandstandonthe 
saddle when vou get near it 
When the bike hits the gates you 
will be throuwen over. 


tir ners/ 





FAIRLIGHT 


H you're into platform games 
then this is one of'the best but 
now thanks to Stewart Beattitis 
possible to get a bit further with 
these codes. Just go to the 
options screen and enter these 
codes into the code option. 
SCREEN 4) 1HB 

SCREEN TI LTO 

SCREEN 10) JDP 

SCREEN 13) MLB 

SCREEN 16) DVJ 

SCREEN 22) PHH 

SCREEN 25) XNR 


lt is 7 am in the moming andl 
have just finished writing this 
column, thereis nosignofthe | 
sun and the only sound is thatof | 
a gently slumbering Liddon. 
Time to go to bed | think and 
then | realise that there is an 
interview to write up. Ah well 
there's no rest for the 
overworked and vio mis 
ve a 


| brigade., | hope you all 


happy Christmas, | know that | 
wont because | will have to get 
the next issue of the Playing 
Tips written ... 


Robin Candy is allowed to appear by kind permission of Mangram 


Inc. Large white hankies, 


tastefully embroidered with the Candy/ 


Mang ram monogram, are available on request for the collection oÍ 
readers” tears after listening to the heart-rending story of Robin's 
hard lite. If he has the strength to struggle through opening all his 
Christmas pressies, hell no doubt be back next year — Lloyd 
willing. In the meantime, any tips etc, send to ROBIN CANDY'S 
PLAYING TIPS, CRASH MAGAZINE, PO BOX 10, LUDLOW, 


SHROPSHIRE 578 1DB 
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THE FIRST PART OF THE EPIC SPACE ACTION 
ADVENTURE TRILOGY — THE SIEGE OF EARTH 


Derreta | SPECTRUM 48K 


GAMES £9.95 


GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY 2 BOB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 
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EXT PAGE 
IGHT NOW 
IF YOU'RE A 
CAREDY 
- CAT!!!! 
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URN TO THE 


«« AUTUMNSAVERS 


vo” — SPECTRUM/PLUS 


INCLU DINGI INTERFACE 
PLUGS STRAIGHT INTO SPECTRUNPI US 


ONt E f 4.99 POSTFREE 


º TOP + TRIGGER FIRE BUTTON 
* AUTO FIRE MODE 

* KEMPSTON COMPATIBLE 

* STABILIZING SUCTION CUPS 

* SPECTRUM OR PLUS « UNBEATABLE OFFER 
SEND FORINSTANTDESPATCH 


PRICE BREAKTHROUGH 


SIWWITCHABLE 
JOYSTICK 
INTERFACE 


ONL vt 12, $9 POST FREE 


* ALL THREE SYSTEMS AT THE FLICK OF A SWITCH 

* KEMPSTON'—'CURSOR'—'INTERFACE II 

* ACCEPTS ANY 9PIN JOYSTICK INCLUDING 

RAPID FIRE MODELS « SPECIAL OFFER!! 

Buy with QUICKSHOT Il complete for onhy 4d] 
| SEVO NOW Ê Í 9 


Now you can create Superb Graphics easily with 


the New Lightwriter 


ONLY 


£16.99 
POST FREE 
 Lightpen coômes 
complete with 


| | Interface & Software 
E Lust ua rt fi Dista iqliiaritor di cr Sir Squares, fecais, mmaloo 
super hard demmings. pair, fil, raso, choose inha, paper colours. * Save your 
results into memory UABÃ | and use dr arurmanion or Save onto apelo uses pour 
OW gas. “Ab funchons selected ram serto men th the giga. 
=tUnbestabio value. + Motta mare to boy 


SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY 





£49. 99. tea FREE 


Ega Streep Pa rd pr md der 
preta cl amor pripasr to 

a ie a Pe amor, fis Sigur! Sorrrgndor allcaro goi dy 

L E NT arte POLE urnd rro rca a rr e rec 

; AFA Pd patio PRP tr fase Hirata, Acari Caio. Cirçiraiia!, papançiao 

HATE CÊ enfeite hopnr pro Soplel compio nr = OTA ao duna da Pcira ns dias dino 

Dipo Devia, plus in poor Podre Pta so Feng Porn EA a porre pa a nro 

PO DR ep a E Dre o ça rd ra Fi e E a A 

Fara ad ENA ar a al! EP E ara pd Pb cai e 

EP pa RAS a O VA PU nivmgr ombartio Er rhne reino alpes CNE. paper Puga 

PE IR O quien drendanc drO rias prt Dr mar rniariyr! 
Sora Sarrguior vaca Dead feras o erp 


A PR MA RS BÃO, dE im 


rr Ace features 

MAL THREE SYSTEMS AT THE FLICK DF ASWITEM 
KEMPSTON « CURSOR « INTERFACE lia ACLEPTS 
ANY à PAN JOYSTICK = = INCLUDINE RAPIDO FIRE 
MODELS + 'DK SCREEN SOUND AS GAMES ACE 


onLv £/0.99 nd E ONLY É75,89 or complete with QuickShor II 
onty EIA 89 ordy EZ2 99 


GUARANTEED SAME DAY E 
DESPATCHON ALLORDERS 24 HR CREDIT EaD 

CARD LINE ús 
UNIT 8 FENTON INDUSTRIAL ESTATE 
Eb ATEL DEWSBURY ROAD, FENTON. 


FRADE ENQUIRIES WELCOME 
EESELECTRONICS "rir 


TEL: 0FE2 272015 





Hide your pterodactyl - Fred 
Fintstone Isaboutto create! 
Build the beginnings of 
Bedrock m 
Yabba-Dabba-Doo! 

Available for the Commodore 
aa in and Spectrum 
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The helpful David Martin, Big 
Cheese at MARTECH, the com- 
sam which 15 bringing vou 
OIDS, the game, has got to- 
pe with the Zoid People at 
omy to offer you the chance to 
win your very own ZOIDZILLA, 
And a copy of the game, and a 
litttao Zoid and a big Poster! 
Twenty runners up will pick up a 
copy of Martech's game, desig- 
ned by the Electronic Pencil 
Company, a small zoid and a 
poster. Then thirty more win- 
ners will have their very own 
Coid poster to pin up on their 
bedroom wall, 

50 that's the prizey bit out of 





the way: what have vou got to 
do, in order to beat the evil 
Jeremy Spencer to Zoid owner- 
ship in this competition? (Jt's 
Okay folks, ve banned Spencer 
from entering the comp — ED). 
Well, in the game, you become 
one with a doid, sitting in its 
control cockpit and travelling 
over a hostile planet, doing 
battle with the baddie zoids on 
Our quest to reassemble 
otdzilla. 

The game has à neat mixture 
of strategy and arcade action, 
and is controlled with the now- 
trendy icons. 


JA Z 





IV 


= 
A] 
i sala 


| To win a prizipoos, 
vou have to sit down and 
design a Zoid. You can go as far 
as you like with your Zoid des- 
1gn, from sketching out the basic 
components and weapon sys- 
tems to submitting a complete 
specification accompanied by a 
full set of technical drawings in 
isometric projection. Go as far 
as vou like! 

And if you really want to 
round off your entry, you might 
wish to provide a little picture of 

our Zoid in action on the sur- 
ace of the planet Zoidstar. Put 
together a little Zoid portfolio, in 
fact, as if you were the designer 






of the new fighting machine 
who had to get his idea 
accepted. «dd 

“Plenty to keep you busy, thin- 
king and designing, over the 
Christmas Pud eating season. 
Get your entries in by the end of 
January, cos we'll make Jeremy 
judge the competition on 30th of 
that month — with any luck we 
should get a colour snap of him 
going green with envy. 


Get those Zoids in to, CRASH 
ZOIDSMITH COMP, PO BOX 10, 
DE SHROPSHIRE, SYE 


COME UP WITH THE ULTIMATE COMBAT ZOID AND WIN, WIN, WIN 
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Only the very, very rich went to the 
Holiday Belt. Max Helpmann 
wasn't rich — vet he was going 
there. As an ex-con he shouldn't 
rg even nm. tão the 
inclairways' Shuttle now speeding 
| beyond the reach of Earth's gravity 
amd its law enforcement agents. 
The Lord helps those that help 
themselves," grinned Max, 
unfastening his seatbelt and 
making himself comfortable. His 
drink tasted good. Pollution-free 
| “Syntheau' fromone of the moon 
based conglomerates, reminded 


him of his childhood. lt used to 
be available from a tap. Then 
came rumours that the treatment 
plants couldn't cope with the 
amount of bleaches, detergents 
and disinfectants which were 
ending up in the system... 
Naturally, people turned to the 
bottled water which, advertisers 
assured everyone, was far more 
healthy. Ifyou wanted free water 
alter that, the only way was ta 
sink a well in the garden, 

Max skipped over memories of 
the next Iwenty-odd years and 
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concentrated on the events 
which had taken place that very 
day. Hard to believe thatonly a 


tew hours ago he'd been conning 


his way into homes and taking 
any valuables which hadn't been 
screwed down, (The campaign 
supporting screws as an fiçal 
anti-theft device had been 
particularky compelling. To Max's 
war of thinking it was rather 
distasteful, And bad forhis line of 
work.) 

To avoid early detection of a 
pattern, Max liked to vary his 


story fairly often. He'd had some 
Success as a 'rodentexterminator 
checking on black rat sightings in 
the area” and thought he'd do his | 
gasman. He banged on the 
larget's door and rushed past the 
startled occupier when itwas 
opened. In reaction to Max's 
urgent request'to check a serious 
gasleak, the occupier unieashed 
wo savage-looking dogs, which 
sent Max stumbling back intothe 
kitchen. Only his quick thinking - 
throwing the occupier's lunchon 
the floor between the nwo dogs - 








| saved his hide and allowed him 
tonip out the back door and over 
the wall. 

“Bloody Solar Power Houses! 

The alarm was raised and Max 
knew he could soon have his 
collar felt. Figuratively speaking 
that is, for Max hadoften noticed 
how computer-directed lawmen 
these days lacked feeling! In his 
“hurryto get away, he didn't see 
the man coming out of an 
alleyway and ran straight into 
him. Old habits die hard. Max 
apologised profusely, dusted the 
man down, and relieved him of 
his securibelt..., 

Mormally, a shutile ticket 
would have ended up in the 
street Litter-Vapourizer (Keep 
Earth Tic), but not this time, lt 
was the jamimiest bit of luck to 
smile on Max in years. The ticket 
and interzonal ID Card belonged 
to one Arthur Plumtree, a fourth- 
rate Impressionistwho Max had 
been embarrassed to watch on 
channel 28 recently. Word was, 
Plumtreg had bribed the 

roducer to let him appear. The 


station got the equivalentofa | 


month's advertising money, 


À | Plumtree got his appearance and 


onhy the viewer lostout. A flimsy 
escape plan fluttered in Max's 
mind. The odds were heavily 
stacked against him, of course, 
butwho'd expect him to head for 
the shutileport, Criminals never 
got À ipa the check-in, did they! 
Hi, chum. Just spoke to your 
brother. Put money in him for a 
chewbar and he read 'my 
horoscope. You might say he 
aveme thought for food. Ha ha! 
here do | stick the ID? Oh, tpot 
It. Catch my show the other 
night? No, | guess not. You guys 
are kinda tied to the job, eh" 
Max couldn't believe what he 
was was doing, Imagine trying to 
too! an Excise Droid (Mark 3. 
| Klair, according to the 
manufacturer's label), that he 
was Plumtree putting on silly 
voices. The voice pattern strip in 
the ID would betray him. Oh 
well, td give the lads in Their 
Majesties” Prison Wadmoor 
something to laugh about. 
“Plumtree? Arthur Plumtree? 
asked the Droid officiously. 
Y-Yessir! 
Arthur Plumtree, You are 
cleared for take-off.' The Excise 
Droid accurately spat the ID card 


| ultimate “Shuttle away from itall 


| their lock woul 
| Max push it onto a piece of 


would need to be 
“ bythen. Butto do that he'd need 


dream. Mer ds ered like some 
vast, unearthly candie luring 
monied moths towards it. But 
they spelled welcome to Max. 
For soon the shuttle would be 
landing and he would be free to 
Pg his trade, À 

trade on The Belt, Max found, 
was far easier too ply than on 
Earth. Here, there was little 
security. The filthy rich didn't 
need to rob cach other and the 
likes of Max were not permitted 
to travel in space, so why bother 
wilh am fancy door locks? 

Back home however, it was 
different. Robberies at one time 
were so frequentand credit cards 
so easy to obtain that cash 
became obsolete, Then robbers 


“turned to computers to hack 


their way into accounts, 
transferring funds to their own 
numbers. In the end, people 
were emploved round the clock 
to check incoming instructions 
to bank computers. He had 
laughed about that. Il had 
reminded him of stories that his 
grandfather used to tell him of 
men rea ea to guard 
money for Wells Fargo. 
Underworld f onde laughed at 
Max's old-fashioned ways. But 
he had the last laugh, Before 
long, computers ran everything 
and made themselves virtually 
foolproot. Much of the criminal 
fraternity became redundant, 
Yes, ilwas much easier up 


| Here. While The Belters were 


out est their own particular 
things, Max was doing his. 
Without sophisticated 
electrolocks to crack, he could 
use the despised credit cards to 
let himself into hotel rooms. 
Old-fashioned skeleton keys, 
lashioned from one of his bed 
pra. gave him access to every 
rawer and cupboard. And 
anyone who sleptwith the key im 
not have seen 


waiting paper, pull it under the 
door and let himself silently in 
and relieve them of their 
jewellery, 

- Trouble was, itwouldn't be 
long before people talked and 
realised that they hadn't merely 


| tosttheir items, but that the 


unthinkable had happened. Max 
long way away 


“«« Max knew he could soon have his collar teit. Figuralively 


speakino thal is, for Max had often noticed how computer- 








directed lawmen these days lacked feeling... 


into Max's trembling hand. 

Thatwas about all Max could 
remember of what had gone 
before. (Apart from the smell of 
fear rising from his armpits), The 
ride on the travellator, Doarding 
“and lift-off - these were all like 
areas of fresh, untrodden snow 
in his brain. But now he felt 
good. He had beaten the 
unbeatable machine. The human 
touch was still supreme, 

'Land ahoy!' shouted one of 
the merry holidaymakers, and 
Max found himseti looking out of 
the porthole. Even from this 
distance he could see the garish 
lghis of the holiday belt - a chain 
ofartificial planets designed by 
an advertising company as the 


to make a diboso big haul. Shuttle 
pilots only took megabribes! 

Now Max had been keen to gel 
started. All this work on The Belt 
was carried out over a mere 
twenty four hours. Havin 
hidden his loot in à park, he was 
making his way back to his hotel 
tor some well-earned rest when 
he passed the casino, People 
were coming out with wads of - 
money?! Max blinked. He saw 
pictures of getaway cars 
tcanno rom a bank, notes 
Huttering from a suitcase as 

assers-by stood in amazement. 

ax had only seen money in a 
museum - people stopped using 
itwhen he was a kid... 


OW 


lt might have been the shuttle- 
tag, or lack of sleep, maybe even 
nostalgia brought about by 
another of Grandfathers” stories. 
Whatever itwas, Max decided he 
wanted some money for himself, 
He'd find an excuse to get into 
the casino vaults and case the 
joint. 

Acrate of beer outside the 
cellar gave Max the excuse he 
wanted, He picked it up and 
strode purposefully down. Even 
in his present befuddled state 


Max should have been more 
suspicious. More cash than he'd 
ever managed to count in his 
mind to induce sleep lay before 
him in boxes next to the crisps. 
Grabbing an armíul, he threw it 





| anymore -t 


bandwaggon. You know the 
result. After that things got 
boring. Nobody went out and 
boug nb on impulse 

1ey justordered 
pad they saw on the TV screen. 
And 1 never looked as good as 
the real thing, so not many 
people bothered. | could see a 
slump coming so | invested my 
money in the Holiday Belt. The 
press said it was a bad move ...| 
came up to personally see to the 
operation. ls working. But | 
want to go back down. Start a 


| carpa that will shake them all 
up. An 


that campaign will 


| hap en - because of you Max. 


o rry, Eidont follow Luv, | 
don't know anything about 


o HE SAW pictures 01 gelaway cars sereaming from a bank, 
notes ultering from a suitcase as passers-by stood in 
amazement. Max had only seen money in a museum - peonte 


Stonped using it when he was à kid... 


madliy above his head and 
enjoyed the new sensation of 
notes skidding off his head and 
face. 

“HM Sir would just care to leave 
his account number, we will 

ladly fetch the chips to the table 
or him!" A Tuxedoed figure 
o sna patronisingly down at 
him, A few drinks and people did 
the most incredible things! 

Max was embarrassed. Casino 
chips - made of paper? What a 
gimmick But they were nol 

spa outside the casino. 
hat a fool! 
“Ethink you'd better have a 


word with Lowsy, Umble and 


Vyle, sir!” 

Max gulped. They must be 
what passed as law in these parts, 
or the casino's heavy boys, Either 
way he didn'tlike the sound ofit. 

e-coffee in front of Max 
reassured him. He was alone in 
the room save for a large screen 
onone wall. Why give him coftee 
if they were going to do nasty 
things to him? He started when 
the screen spoke to him. 

Welcome Max!" 

Wih-wmhat the-? My name's not 
Max. You've got the wrong man, 
And where are the three |'m 


| SuppGsço to see” 


-owsy, Umble and Vyle, you 
mean? That's me, Max. But you 
can callme Luv for short. I'm am 
advertising agency you see. Silly 
know, but it's traditional to have 
several names, I've noticed 
you're a traditionalist in your 
Om ps Uno That's why you're 
here. Oh, you think vou were so 
clever getting here. But while 
you were putting on your 
ridiculous act, my Excise Droid 
was telling me all about you. | 
ordered him to let you on the 
shuttle, 

Max was lost lor words. Luv, 
however, wasn't. She continued. 

“LMax, am a computer. We 
took over the advertising 
business a year ago. | was - am - 
the best agency there's ever 
been. You may know some of my 
work, The bottled water 
campaign was good. Kept me at 
lhe top of the league for ad 
The others were green with 


idea... Trouble was | never got 
the idea patented so everyone 
else jumped on the 
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| butit might serve 


O 
| dn 
Envy. | 
Then the plastic credit cards. My | 


advertising except that | hate it! 
Famin 5 bottled water and plastic 
money! | 

Quite Max, butwith your help 
things will rare | am going to 
shake the world with my exciting 


| new concept of commercialism - 
| cash! Money. Itwill be the 


greatest thing since sliced bread, 
| bit before your time Max, but | 


| mogestly admit that that too, was 


my idea! 

“You're crackers! [tl] never 
catch on!“ 

“But ttwvill, Max. You love 
money, don't you? Look at your 
behaviour in the casino vaults 

ust nom! | tellyou it's a winner! 
eselliton nostalgia. We tell 


eople it's wholesome, old- 
r f |] 


ashioned and what they've been 
missing - the human touch - 


you've shown me the importance 
out | 


ofthat Max.! Take the mon 
toa shop-see pepje” iatiça ut 
your personal E lems. Money 
will bring you friends, 
happiness." 

| think you have a point there 
Luv. And ifyou cado money, 
nobody else will be able to make 
any. They'll have to come to you 
for it! And | could go round 
nicking it from them - so they'd 
have to get more! 

“You're a fast leamer Max. | 
have seen the correlation 
between cash and human 
emotion. We will play on that 
emotion to make them part with 
the cash. | desire to be 
respected, and this scheme will 
secure it. Look, Max, | have even 
desi di the notes. Pretty aren't 
they | searched my memory 
sumo and came up with the 
matits. Something called 
Knitting pattern! Butve 
human, | think. | would like vou 


to have these first copies as a gift. | 


A first payment.” 

Max stifled a laugh as he 
accepted the notes. His mind was 
already racing. He didn't want to 
work for a a E uter, 

is purposes 
tor the time being. His 
randfather had been a money 
rgerinthe lastgreat money age 
À Max had inherited his artistic 
talents ... 


When Luv's campaign gol 
underway, Max Helpmann was 
planning to get very, very rich! 





E 
ROLL UP: ES ta 


Any day now, Activision will be 
releasing the Spectrum version 
of Rallblazer into the games 
afide The rough boys on our 
ister magazine, ZZAP! haven't 
ed able to stop playing the 
Commodore version since 
arrived im the office. In fact 
thevve made it the GOLU 
MEDAL game intheir Christmas 
sopecial. 
Té's going to be really neat on 
ibid doa Some people say, 
even better than on the Cb4, but 
we'll have to wait a few more 


NUR iii Baliblazer Cassettes to Rs won 


weeks before that little rumou 
is proved or disproved, Enher 
way, 1 looks bound to be a bBrill 
game. 

The action takes place mn an 
arena, where battles between 
two combatants | controlling 
specially designed craft take 
place. The aim of the game Is to 
seize control of a ball of matter 
with vour crafts force Held, 
scamper up to your opponent's 
goal and blast it between the 
moving-goalposts. four oppon- 
ent. which can be the computer 
or a real life chum, is trying to do 
just the same to you — SO tha 
action gets fast and furious. 

But such a simplistic descrip- 
ton belies the addictive nature 
ofthe game. The playing area — 
not unlike a football pitch in 
design — is a large chequer 
hboarded area, which curves over 


ROLL UP! 


the Horizon. You can see down 
the length of the pitchas a result, 
which means. you, have. to go 


THREE VTX5000 MODEMS UP FOR GRABS 


hunting for the ball, 

The sereen is split into two 
horizontal displays — lhe views 
from the cockpit of your craft 
and your opponent's When You 
can seo his craft on your display, 
he sees vouFrs om his. To make 
life more interesting, the goal 
posts move — and the gap 
between them gets smaller after 
each goal. 

Fast and furious 
deed, and y 


action in- 
ou could be among 


the first spectrum owners in the] 


country to play Ballbiazer, cour- 
tesv o! “this Activiston Christmas 
comp. Top three prizes are a 
copy of the game and a VTX5000 
modem, 


copy of the game only. 

To win, you ll have to put your 
mind into “Ball game mode, 
and come up with the answers 
to thê questions which appear 
here. They're ail to do with prim- 
tive ball games which preceed- 
ed the ultimate contest. Bal 
hbiazer. Get vour entres in to 
BALLBLAZ ER COMP, PO BOX 
10, LUDLOW, 
SYB 1DB to arrive by 30th dan- 
Lrary 1986, when the draw will be 
made to determine who comes 


out top in the Balibiazer Chai! 
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EUROMAX COMP PRO 
| X TopuU. K. micro switched joystick. 
X Very responsive. 

xr Highly rated by Crash, 





Ask you local computer store for 
details on full range or phone us direct 


Ex FORGET THE REST — 
BS GET THE BEST 
"“*º USE EUROMAX JOYSTICKS 


 SUITABLE FOR ALL POPULAR MICROS 
THE UK“S LEADING QUALITY BRAND. 














E 
e 


EUROMAX ARCADE 

x Rated by BIG K as 'The cheapest stick 
one can get really enthusiastic abour. 

x Positive micro switched action. 

x Fully self-centering. 










E “Ms 


URONIA A 


REL ECTRONICS LTD. 





h Humberside Y015 5XR, England. 
ne cama eniooe! 602541 Telex: 527381 EMAX G. 





" 
Please send me further details of the Euromax Joystick 
| range. | 
NAN E ra DA Pen do 
E ADERERS ras «e 
É i 
Às e SE e e E E a SE 


g EA CRASH 
WIN AN OLI ORIGINAL! 
In the Extra Special 
CRASH Christmas Quiz 


After a little bit of arm twisting 
(and the promise of a Gin and 
Martini or two) your very Own 
Competition Minion is proud to 
be able to announce that he has 
lema our very own Oliver 

rey to offer a whizzo prize this 
Chrimble. No less than a signed 
Oliver Frey original. 

For à bit of fun, Oli's drawn 
this bijou scenestte, not once, but 
twice. Second time around, he 
made a few changes and it's up 
to you to work out exactly what 
they were. After close inspection 
of Versions A and B ofthe piccie, 
ring round the differences in Pic- 

| ture B, complete the entry form 
and whizz it off in an envelope to 
CRASH OLI COMP, PO BOX 10, 
LUDLOW, SHROPSHIRE, 5YB 
1DB to arrive by 30th January. 

To make your  faithful 
Minion's life that little bit easier 
in 1986, write the number of dif- 
ferences vou spotted on the 
back of the envelope, Go on, be 

|| helpful for once, eh? 
irst all-correct answer out. of 
the extra special hat on the 
| appointed day wall min dis 
sender a personally airbrushed 
Oli Original. And the winner will 
be invited up to Ludlow to be 
| presented with her or his prize, 
in person, by the veritable 
OLIVER FREY. And if you're 
realhy ei we might just show 
you round CRASH Towers and 
2! | throw in a pub lunch or some- 
| | thing. Depends on how the tea 
» | kitty's doing at the time, but we 
4 | should be able to rustle up your 

railfare, too. 


DON'T FORGET TO MARK HOW 
MANY  DIFFERENCES YOU 


a x | Ma O ASR 488 | SPOTTEDON THE BACK OF THE 
Re, qe x Dal pese ENVELOPE 
ARCO CN TERES a | nd 
aa PR 
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FESTIVE SEASON? 


This month, with the help of a panel of children, Crash Course looks as some TUE 


crackers! 


| First of all, though, there is some good news on the educational | 
front. À new organisation, British Educational Software Associates, | 


has recently been set up to improve the availability and distribution 
of educational software. Eight firms (ASK, Bourne, Calpac, Collins, 
Griffin, Hill MacGibbon, MacMiltan and Widgit) have formed this 
new marketing consortium to help selected retailers service a 
market which, according to Roy Davey, marketing director of 
Collins Soft and Hill MacGibbon, is 'diffused and frustrated'. He 
| fegls, quite rightly, that schools have difficulty in finding a retailer 
who offers a good choice of software together with a fast ordering 


service, and who allows the customer to view programs before | 
purchase. BESA has now appointed 200 retailers throughout Britain | 


[who will stock a “core list” of 40 programs and will be able to meet 
orders for other titles from some 250 in the catalogue within 48 


| hours. Support for retailers will be handled by Proteus, the leading | 


educational software distributor. 

This is a very welcome move, both from the point of view of 
schools and of home users. Up till now, most of the high street 
stores have paid only lip-service to the area of educationalsoftware, 
and it is hoped that the promotion of BESA in local newspapers and 

| in information hand-outs to schools will begin to rectify matters. H 
| the experiment proves successful, the consortium would hope to 
| expand in 1986. More information about BESA can be obtained from 
| BESA at 4 Little Essex Street, London, WCZ2R 3LF, Tel: 01 836 6633. 


But now on to this month's software selection, | asked a panel of | 


| children, ranging in age from 7 to 13 years, to look at the programs 
| with me, and to decide whether or not they'd like to get the games 
for Christmas. Each game was awarded a score out of 10. 


SURVI- 
VAL 


| Producer: Sinclair/ | 

| Macmillan (Science | 
Horizons Series) | 
Retail price: £7,95 | 

| Age range: upper primary 
Author: Five Ways 


| edge acquired about its energy 
requirements, predators, life 
span and so on. 

The useful booklet which is 
included in the package gives 
brief notes. about the six ani 
mals,. but of course children 
could be directed towards refer- 
ente books to increase their 
knowledge 


h Hi ' no Ra 
Siro 
1 
1] ! E] 
Mo programs in the Science | & Macmi | 
Orizons series each conçen- | 4 no n 
tratê on one key scientific idea | [2—- *Spectruni 
and try to bring it alive for | | Slncokordons — 
primary children. Survival is | SURVIVAL O 
concerned with the basic prin: A ra A 
iples of ecology (the interdepen- “oe 
dence of living things and their a 
environment). When the pro- 
|-gram has loaded, pictures of six 
creatures [hawk, robin, lion, 
mouse, fly and Butterfly) appear | 
on the screen. The plaver 
chooses one of them, and hasto 
[feep it alive in its habitat by |: 

[finding food and water and by | = 
rSteering clear of predators. À | 
grid represents the world in map 
arm, with ice caps to the north 
and south, and the player moves 
tha chosen animal around, one 
[Square at a time. Às the game 
progresses, the child will be 
| building up a prófile of each | Control keys: TLYLUGABMN 
'creature, based on the knowl- | Mmovethe animal round the 


Deo = 
Md 


COMMENTS 


grid, Pto pause, Cto continue, Q 
to switch sound off/on, K to see 
à key for the habitats, SPACE to 
speed up the action 

Keyboard play: responsive 
Use of colour: attractive 
Graphics: quite good 

General rating: an interesting 
and enjovable program which 
can be used to reinforce 
learning, or on a self-discovery 
basis. 

Panei's comments: We quite 
liked it, but itwas hard to 
remember the control keys. We 
learned a lot about the animais: 
7/10 


GLIDER 


Sinclair/ | 


Producer: 
Macmillan (Science 
Horizons Series) 
Retail price: £7.95 


Age range: upper primary | 


Author: Five Ways 


This is probably the weakest of 
the three Science Horizons pro: 
grams we looked at. lts aim isto 
acquamt the user with the scien 
tific principles of gliding — tak 
ing into account the need for 
FISINg] 


influenced by what is on the 
ground as well as by the weather 
conditions and the time of the 


| dãy. When the program has 


loaded, the player can chose the 
me of day, and then, when 
ENTER is pressed, the glider is 
towed to the appropriate height 
and released. À variometer on 
the rightofthe screen shows the 
rate of climb or fall, and when 
you reach a thermal you should 
press H to circle and gain às 
much heightas vou can, À rough 


map of the island above which | 
vou are flying is shown in the | 
booklat, with a key to the thor- | 
| -oughly confusing listofsymbois | 
used. You can get the Air Traffic | 


Controller's report or your per- 
formance together with vour 
final score at the end of the flight 
you may have landed safely or 


| crashed), which isa nice touch. 


COMMENTS 


Controlkeys: T,Y,U,G,9,B,N, 


Mito change the direction ofthe | 


glider, Pto pause, C to continue, 
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eurrents of warm air | 
(thermals) and how these are | 


SPACE to choose your time of 
day atthe beginning of the 
game, and for the reportand 
nal score at the end 

Keyboard play: quod 

Use of colour: could have been 
used to greater effect 

Graphics: dull 

General rating: |'m afraid we 

gave this a thumbs down as 

lacking entertainment value, 

and with a minimal educational 

content 

Fanel's comments: a lotofroom 
for improvement in the graphics 

and game play, The picture on | 

the box makes the game look 

much more exciting that it really 

15. We wouldn'twant itfor 

Christmas, 

40 


Toi Tifeio, 


Producer: 
Macmillan 
Retail price: £7.95 

Age range: upper primary. 
Author: Five Ways | 


Sinclair/ 


The aim of Cargo is to demon- 
strate the careful planning thatis 
needed to allow a cargo ship to 
carry its maximum load in| 


| safety. The player first has to | 
| load the ship making sure that | 
| the cargo is distributed eventy in 
| the holds, and of course has to 


pay attention to the Plirmso!l line 
markings in doing so. The player 
can select a rank (Master, Chief | 
Officer, Second Mate, Cadet) 
and at the end of the game may 
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be promoted or demoted dep- 


ending on performance. The 
“child can also choose a starting 

point anda port of call — all of 
| the ports are clearly marked on 


the screen map, After the ship 
has been loaded and has begun 
ts journey (a line appears on the 


map to trace the course), the 


screen display indicates how itis 
sitting in the water — the higher 
the salinity, the more bouyaney 
gives to the ship. The program 


| also gives à continuous repor 


on conditions aí sea, Ifyou reach 
your portof call safely, you must 
unicad the cargo and get your 
Score 


ground tor should it be sea?) in 
terms of educational content, 
Children vei! learn about salinity 
and sailing conditions in differ- 
ent parts of the world, improv 
ing their geographical know! 


edge by constant reference to | 


| the map. The booklet also gives 


| useful background information 


about Samuel Plimso!l. 


COMMENTS 


Control keys; SPACE and 
ENTER 

Keyboard play: good 

Use of colour: good 

Graphics: excellent 

General rating: a very well 
designed program which is both 
enjovable and educational 


| Panel's comments: the boys 


liked itmore than the girls did. 
The map was very good and we 
liked the way your trailwas 
marked by dots. The program is 
good value, and the boys would 


| be happy to getit for Christmas, 


Boys 8/10 
Girls 5/10 


QUIZ- 
TIMER 


Producer: Macmillan 
Software 
Retail price: £5.95 


This game covers a lot of | 


Age range: questions can 
be altered to suit any age 
Author: Blackboard 
Software 


| There are many quiz programs 
| on the market, and this is one of 


the best I've seen. The computer 
is ideally suited to the role of 
quizmaster of course, butnotall 
the available quiz games are as 
Hexible as this one, which canhe 
played by one or two players, or 
even by two teams. 


One side of the cassette con: 
tains the game and information 


about it, and you really have to | 


rum through the instructions 
quite carefully. The game com- 
sists of a word supplied with 
several letters missing, and also 
dá Clue, The time taken to answer! 


the questions is also important | 


as this will aHect vour score 
Once the main program has 
been loaded, the player has to 
Choose a password which is 
necessary if vou want to see 
answers and clues before start. 
Ing the game, or if vou wantto 
changê the questions. The menu 
gives the following options: 
load quiz data (from a choice of 
10 subjects ranging from Food 
and Drink to Greek Mythology]; 


single or two plaver game: alter | 
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use and for schools. Thegame is | 
| thoroughly enjovable to play, 
[and it also provides a useful 
| educational experience, giving 
| atthe end a list ofall the words 


vou didn't get or that you speli 


| wrongly. Tou can alsocabtain a 


print-out of what is being shown 
on the screen, and the whole 
thing can be transferred to 


| Microdrive if desired. 


COMMENTS 


Control keys: whole keyboard 


| used 


FA : 
<A SDectrum 


the time allowance: select pic- 
tures or words: view/alter quiz 
data and create and save new 
quiz data. 
The best thing about this 


endiess potential both for home 


Keyboard play; fast 

Use of colour: clear and vivid 
Graphics: good 

General rating: an excellent 
muli-feature game which 
provides superb value for 
money 

Panef's comments: Good game! 
roucould play itfor ages 
without getting bored, and it 
was quite easy to putin vou own 
questions. This is the best of all! 
9/10 


BLOCK- 


BUSTER 


Producer: Argus Press 
Retail price: £7.95 
Age range: 7 and over 
Author: Computertutor | 
(Clever Clogs Series) | 


Etockhuster (not to be confused 
with the popular TV quiz game! 
15 à puzzle “with a million billion 
variations, The child has to 
make a rectangle out of 12 diff 
erent blocks which appear on 
the screen. The screen itself is 
divided into three parts. At the 
top 15 the STORE where the 
blocks are displayed before 
being used; on the right is the 
WORKBOX where the blocks 
can be rotated before being 


| positioned on the board: and to 


the left is the BOARD marked 


| with a grid where the rectangle 


isto be made. 


The game is very good for 
developing skills of spatial 
Bwareness, and there is also the 
option of plaving it in its quiz 
version. |f you get 12 questions 
correct, you are given a com- 
plete solution as to the creation 
of the rectangle. As with all the 
programs in the Clever Clogs 
series, pressing CAPS SHIFT/O 
takes you to a secret Parents' 
Page, and enables you to reset 
the questions. Another useful 
and flexible game. 


COMMENTS 


Ra ARE | Control keys: P to place a piece 
program isits Hexibility — it has | E j E 


on the board, Mto move a piece 
to the workbox, 5 tomove a 
piece backto the store, O to end 
the game, CAPS SHIFT/O to 
reset the questions 

Keyboard play: very responsive 
Use of colour: bright and clear 
Graphics: simple but effective 
General rating: surprisingly 
difficult for young children. ân 
adult really needs to be on hand 


| althe time for help and advice 


Panel's comments: we thought 
itwas a reasonably good game, 
but it would be better for schoo!s 
rather than home use. 

| 6/0 

















































— they really do 


Isuppose that it was inevitable 
that those who didn't really want 
to jump should attract the most 
votes. £ZAP's very own Mr 
Rignall seems to be at the top of 
the listand he is very concerned. 
When he asked me how he 
should go about getting out of 
this mess | suggested that he 
should try being pleasant to 
peóple which would result in his 
being ignored. Of course the 
easier alternative would beto 
send a few votes in himself, to 
try and work his way down the 
list. He put the proposition to his 
bank manager who simply ref- 
used to advance Julian the 
necessary funds. Strange thing 
was, the very next day we had 
some votes from a bank man- 
ager, for Julian! 

Franco Frey, The Newsfield 
technocrat, is more than a bit 
disappointed that he is lying 
only eleventh in the jump table. | 
am a little surprised by this as 
Franco writes quite a lot for all 
three magazines, mostly on 
graphics packages, so he realhy 
deserves to considered. Some- 
one at the last ZX Microfair 
really put his finger on Franco's 
problem, when he declarad that 
Franco “was a really nice guy”. 
Thevoting trend seems to be for 
the Newsfield equivalent of a 


| want 


own discretion) 


video nasty, hence the strong 
showing by the likes of Gary 
Penn, Julian Rignall and Robin 
Candy. Send a nice guy aloft— 
Vote for Franco. 


While we are on the subject of 


video nasties that reminds me of 
Mr Candy, who in truth is a good 





bloke, he's just misunderstood. 
There seems to be something of 
an ego battle being conducted 
between Messrs Candy and 
Mangram. Each of them see the 
number ofvotes as a measure of 
popularity. This has naturally 
put Lloyd in a very difficult pos- 
ition, he isn't keen to allow his 
frail body to be ejected from the 
back of a Hercules. He is, how» 





ever, just as determined not to 
be shown up by “that little 
jumped up poke person', The 
CRASH Editor Graeme Kidd 
seems to be attracting more 
votes than he bargained for, so 
many in fact that the worried 
man was caught actually trying 
to edit the jump table. | have 
now taken steps to ensure that 
the table is kept where Graeme 
can't find it, on his desk. 

The software industry contin- 
ues to donate prizes. Among the 
latest contributors are Ocean, 
The Hit Squad, Incentive and 
Micromega. The boys from 
Micromega, Neil Hooper to be 
Bxact, sentus asuperb letter and 
what must be World's most 
awtul joke, so appalling in fact 
we feel that [t would be irres- 
ponsibleto print it. We can, how- 
ever, make it available to anyone 
daft enough to want to ses it — 
for a mere five votes a read. And 
ves Neil, we would like to hear 
the one about His'n'Hercules. 
The Ram Jam Corporation have 
promised to send us a bumper 
box of prizes and a respectable 
block of votes, A sudden burst of 
generosity perhaps? Well not 
entirely, itseems AMTIX!'s Sean 
Masterson has upset them. Ram 
Jam, far from being a bunch of 
wállies, quickly calculated that 


cocc. + to jump out of a very high-fiving THE COMPETITIONY BIT 
Hercules (He or she may use a parachute at their | errado 
Name three flight simulation games 


"MORE WHEEEEE, SPLAT 
(GENTLY) 


And yet another update on how the CRASH/ZZAP!/AMTIX! Dr Barnardo and 
Action Group charity parachute jump is progressing. C'mon people, we need 
your votes to push some of our staff out of a high-flying plane — they want to go 


sending a substantial number of 
votes for Sean would be a lot 
cheaper than paying the train 
fare for their heavy mobto come 
ali the way up from London. 
Smart. 

Even John Edwards, the client 
laison person, has collected a 
vote! As yet | have been unable 
to track down the source but 
suspect that it may have come 
from an advertising agency, if 
50, send more. The Army would 
betruly grateful ofthe opportun- 
ty to test the lift capacity of a 
civilian-laden Hercules. | can 
think of no better way than by 
sending John, Graeme Kidd and 
Gary Liddon. 


Remember, whoever you chose 
as & victim, never forget that 
every penny you send will go 
towards making a handicapped 
person's life easier. 


This months voting recommen- 
dations: 

FRANCO FREY because he's daft 
enough to really want to do it, 
and GARY LIDDON because he 
thinks he's man enough to. 


Next month we shall publish, for 
the first time, the Jump Table so 
far together with the pleas and 
excuses of the top six. 











| enclose a donation off..... (minimum of £1.00) (1) ese s seres serresmenenemesunene soa eraanenesaraneo 
and no coins please, We get charged for receiving 
them. 4 DRA RAD PE o AR 
| am frequently known as ........ccscsssc cos E, PRERESI io IA AGR ER SD Ms 


and can be reached at 


CERTO O Saia UU Ó ER In fifteen words or less, using your skill and judgement 
and a pen, complete the phrase below in the most apt 
and original way: 

IWANT FRANCO FREY TO JUMP BECAUSE 


eee riaçããõacõacoõ.naaço na ma 


Postcode ....... Rana fe qa a RR O ai 
SEND YOUR VOTES AND LOOT (NO CÓINS!) 
to: 

WEEeecee SPLAT! PO BOX 10, LUDLOW. 
SHROPSHIRE, SY8 TDR 
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TOP PRESS! Oli offers original cover painting as a prize for the voters in the Loony Leap Charity Competition! 
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Match BayBca! o Ieveis 
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Eu 


Underwuride completad 38% 
FR, ! 
córmputar 


“Darren Mawbey. East Preston, West 


sp vs Spy Completed 


= eira Restue 220, 170 
E 


SUSSEX. 


Match Pomt Beatall Eis 
Undervuride de pted 24! 
Emght Lore Completod ES 
Marie Miner Completed 

E JetSet Willy Com 
TheHobbrt Com pi 


E 
PÉS muIth E TAS; 
Kokotoni Wit C: tedl 
Moryis: Recent G o omple ted 
Starquake Completed 49% 


Tim Parsons, Haute 


Monty on the Run 4,200 
Starquake 107.000 
completed 
Factory Breakout Completed 
Way ofthe Exploding Fist Beit TE 
Dare times 
Hypersports gone round all ev 
tirtHEs 
Rea Bruno's Boxing Beat 
he 
Karl Tuninicliftã; Bishops's s-Stortora, 
Herts. 


Underwunde Complotred 
KnightLore Completad 
Manto Miner Completed 

Star Force 48). 000 

Jason Detar, Hayes, Middlesex 


Searquik Cpmpletedyrirdor, 
ate Atac Compete AD a 


E Braco Lee Complete: aid: Atire: 5 
dig “iCodename Mat Co 
OO pa áck Com asi 1 


ui do Brit 


deter Ay Complete 


q" = Mantel lines tá moi é ted 


Brsharm, Wilts. 


Ee 
ãonahi E *Parrington 5 
Cormpletec: alltevels 


= Bom puneronalheve:s 
-Hypers ns Das sa 
“Petar JS 


Sine ei Er E om 
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260. 
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ENS 
“Stephen Chestley, Blackpool, 
gh Meets tir O sSOrRae 


ALUNSS ros 


Squash 


eme, Oldham, Manchestar” perenes | 


a 
E 


“Nigbtshade 115 
“Ati Atac 115,25 


tdarwuride 2 24%. completed 
“2 o) 


+ “Nodes of Yesod Collected 7 Alchiems 


Welcome to the Slimedome, High Score Seekers. Not a particularly 
large dose ofthe thick gooey stuff this issue == but |might be able to 
persuade the powers that be to let me have a Valley rather than a 
small hall next sh, See you in 1986! 


Decathlon 150,00) 
Match Day Bsaten 4-1 
Hobbrt'22.6"% 

World Sertes Baseball 24 
Galaxians 32,000 

Paul Spencer, Glasgow 


E É | 
tr tina 
Hã di 


Wizards” Lair 98/1120 
Starquake 127,950 

Highway Encounter 50.000 re 
zone à] 

Dynamite Dan 4 stcks o! dynan 
Crrtical Mass 20000 

Jonathan Barrett 


PE TERA eo ga | 
achem 


Frank Bruno Ci in DÊ 
Expiacina Fist 


Wizard's 5 Lair 33% 121, 
Fighting Warrior 3/2500 
Popeye + neartá back tod 
Frankie 48% 32500 
Nonterraqueous 23% 
Gerrard Cullen 


Urban Upstart Corr 
Pyjamarama Completed 
Tappar Funks Dar 

Chyckie Egg Level 2 
Hypersports Swim 25.8 


TatiE | RES 


- Sel 
Horse 9 ga Triple Juno TESE, 


rchery 4200, Stephen so nat bis 


TATA E] RE Eq rot he ; Sho H app 


LTS NE, 


Steve 


Bruce Lee Completed V/ tim 
Sabre Wulf Com nleted Bd 
Spy vs Spy Grand Master Spy 
dad placa Wally Com 
AlienB 17 cha mibr -anctt de é 
Jet Set ie Co mpleted 
Nightshade 27% 

Barvolf 3 men saved 

Olmer Dyer, Cannock, Stafls 


TIBS 


Hypersports 175,175 

Football Manager VVbn FA cup 
Dynamite Dan 5 sticks Oi-dyrnamete 
World Series Baseball Beat computer 


1 
EIçO 


Micola Arrow emith, Putrey, London 


NEC Eating 2 ir óne day 
J Spencer, Ludiw, Salóp 


Jet Pac ES,768 
Frank siga 
Funchereo 
Fiocco Beat he 
Exolodina Fi Fist 10h Dan 
Enight Lore & Charms 
Lee Hodgkiss, Blackpoo! 


Sabre Wulf complete 
Atic Atac Completed 76! 
Underseurnide Completed 

Booty 72 pieces cobected 

Cauldron Collected frog 

Exploding. Fist 10h Dan 

Brucetee Completed four Mes Quer 


Boxing 


irurel boxe: 


| R3S4 


“det Pao Ba Bro 


Peter Halliday, Carnforth, Lances 


Bhen 8 T7chambers 


“Bruce lee 677,550 
“Sepryhugter Dão, 


sd, 


so Lords ot Midnight completed 
É E adovline E Le DFnE MEpEr 


sd: Chris ia Ford, England 


Way of the Exploding Fist Sth dan 
with. 18,600 

Attywvolf 3 screntists 
Pyjamarama Complete wvith 
Everyone's a Wally Complet ae 
Full Throttle 15t on alltracks 
otarstrike 2,660, 085 wHhouiçhe 
Shadowfire Completed 

Marcus Dunne, No address 


TO DS 


etlaP ho] 


3D Starstrike 1,35 1,000 
Beach Head CLompieted 
Highway Zone 6 

Atic Atac 18% 
Matchday Besten at al 
World Cup Won 

Bruce Lee Killed wizard-& times 
Damian Tichbourne, Bristol, Avon, 


ag | cla 
dll les 


levels 


Way of the Exploding Fist 11h Dan 
cer o [0d 

Até eai Cormpleted 
Jaderwuride ( E or 
Knight Lore Com 
Sabre al Co ml 
Atben & Completea 
Ben, Bristol 


des po [are D 

uti E 

nipisted wvithGas 

teres aflor cg Days 
ted ven 87º 


àrnhem lost FZ 
Bntishlostã 

Highway Encounter 33,120 screen à 
LOM Completad bath ways 
Doomdark's Revenge Complete 
Death Star Interceptor 23,000 
Deathehase 30:132:951 

Matchday Scodand 17 England O 
Spy Hunter 167 SEO or expert 

Night Shade 50 000 

Cyclona 13.000 

The Bulge Allied majór vctory 
Decathlon L Jump 8m; Shot iZm 
Dyscus 75 90mo Javolin 82m; 10Um 
4.96: 400m 38.4 


John Bannerman 


Ger Tidrs Urias: 


Jump Sm 

JUMP ? abr; Mm 
2tidsDay 2 Y10m 4.485 Vaul 
SOB Discus Sim Jawpli 
EM, ABr 150 Dem & É 241 bas ; Day É total 
dal AB 

M Scott, Kingswvood, Bristol 


Decathlon 100m &bá;L. 
Shot 32. dim: H 


Starstrike 2,306,210 
Hunchback ) Dna 2 

Jetpac 1,050,1 

Knight Lore E: on E ted Ss 
Underwuride Compileted 80% 
Booty Completed gold ke, 
Ghostbusters Completed 590.002 
Exploding Fist 10th can 40,070 
Jet Set Willy Completed 
Pyjamararma Completed 72% 
Atre-Atas Completed 20% 
Shadowlfire Completed 

Kung Fu Black Beit Bh dan 
Mame Miner Completed 

Harrier Attack Completed 
Mugsy 54% 

Postal Manager Divisson à 
Hobhit 20% 

AirvadlF Comrinleted Fstiertists 


= Wheche Level à 


Alchemist Completed 
etarton Cómpleted 
River Raid 1,230,116 


«Urban Upstart Completed 


Ec PaufHings, Anstey, Leicester 





“VOTE FOR THE BEST 
GAMES OF THE YEAR! 





Another year is over, and in the time honoured press tradition, CRASH 
offers you, the reader, the opportunity to vote for those games you feel 
deserve an accolade. 


This is your chance to tellthe software business what you think oftheir 
N programs! Your voice will reach collectively out of these pages in the 
| uniquely democratic manner that CRASH has pioneered (well almost), 
and inform the world of the best Spectrum games for 1985. 


What we have done is to think up 14 categories, and over the page 
MN there is a large form to remove from the magazine (or photocopy if you 
n] prefer). This should be filled in and sent back to us as fast as you can. Of 
course there's more to it than that! CRASH is known to be not only 
democratic but generous to a fault — so the first 15 forms drawn from 
the bag on the closing date will earn their senders a voucher for £15 
worth of software as well as a CRASH T-shirt! 


The resutlts of the voting will be published in the March issue ofCRASH 
y and the highly valuable certificates of accolade will be awarded soon 
after to the winning companies. 

Get to it! 
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VOTE FOR THE BEST GAMES OF THE YEAR! 


BEST GAME OVERALL 


Titte & Softwsra House 





BEST PLATFORM GAME | 


| Title & Software House 








EM UP 


Title & Software Houso 







Trtte & Software House 








BEST TEXT-ONLY ADVENTURE 


Titie Bu Software House 






Title & Softwaro House 













| Title & Software House 







| Tale & Sofiwaro House 


Titta & Software House 









Title & Sofiwara House 


Title & Sofrware House 


Title & Software House 









Title & Software Housa 











For the most outstanding programming 
achievement of 1985 
ISTATE DF THE ART AWARD 


Tiria & Software House 
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| Please cut out this page 


| on the form in capital 


| the name of the program 


| SY8 1DB'to arrive no later 
than Monday January 20th, 
| when the draw will be 












from the magazine and 
send it back to us às Soon 
as possible. Don't forget 
to write your name, 
address and T-shirt size 
(small, medium or large) 


letters! 
In each category enter 


and the software house 
concerned for which you 
wish to vote. Please note: 
products must have a 
1985 copyright to be 
elligible. The coliated 
results will be presented 
as a winner with two 
runners-up. 


There's no need to fill in 
every category if you 
cannot think of anything 
suitable, but obviously the 
more you fill in the better 
the end result will be. 


Forms should be returned 
to CRASH READERS 
AWARDS, PO BOX 10, 
LUDLOW, SHROPSHIRE 
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units. The three main units, con- 


PINICHE 


|THE EXPRESS GANG PART 4 






OTECHONICHEO 


In Which Franco Frey concludes his survey of fast storage media, that allow you to get more 
out of your Spectrum. Well, more out in a given period of time. And more in, too. That's what 


Fast Storage is all about really. 


LAST IN THE SERIES of fast storage media is the Timex disk drive. 
Featuring its own Z80A processor with external ROM and RAM, the 
Timex drive treats the Spectrum as a terminal. By changing the 
interface unit, the system could be connected to any other type of 


computer — indeed work is in progress at Timex Towers on à | 


Commodore 64 interface right now. Theoretically at least, this 


means that a change of computer needn't mean making your Timex 
drive redundant. 


The Timex disk system has been designed so that it does not 
require a single byte of the Spectrum's own RAM memory, andas a 
result it simply can't interfere with any commercial software. Un- 
tortunately, however, RAM 'photography”, using a hardware inter- 
rupt switch (similar to the BETA PLUS system] is not catered for. 
The Timex Operating System (TOS) is the only Spectrum based 
Operating system to include a complete tree-structure directory 
facility similar to professional systems such as MS-DOS or C/PM, 
This enables the user to maintain a tidy household containing ali the 
disk files. Other good features are the excellent random and sequen- 
tal file handling, and the pair of serial communication ports 
I[RS232C) which are fully software supported, 


TIMEX 
DISK 


hefty coiled cable and D-plug, 
Up to four drives may be linked 
to the system, but drives 3 and 4 
necessitate an extra power 


two serial ports which require 
special cables with edge con- 
nector sockets, The controller 
also features a system reset 
button and power LED, while a 
reset switch on the interface 
rovides a Spectrum only reset. 

& interface does not feature 
an expansion port and if the ZX 
printer or ALPHACOM 3? printer 


E — 


CS pel A TES, RS A A 


HARDWARE: 
Hardware abounds with no less 
than four separately enclosed 





supply. The controller features | 





sisting of the 3 inch disk drive, 
the controller and the power 
supply, are fitted in three ident- 
cal enclosures. The small inter- 
lace unit plugs into the expans- 
mon bus of the Spectrum. Con- 
nection to the controller is via a 


is to be connected, a T extension 
connector will be required, 


SYSTEM DESCRIPTION: 

Unlike all other disk units in this 
series, the Timex disk system is 
a complete computer with it's 








own ZB0A processor. This sys- 
tem treats the Spectrum as a 
terminal only and the interface 
passes commands and data 
onto the controller. The Timex 
Operating System (TOS) is con- 
pi as an extended Sinclair 

SIC and resides in a shadow 


E ROM. dt has 1 kbyte of external 


RAM at its disposal for storing 
the drive characteristics, buffers 
and variables. These must init- 
ially be booted up from any pre: 
formatted disk. 

The BASIC Extension instruc- 


tons can either be executed 


directiy from the keyboard or 
from within the program like any 
other BASIC instruction. The 
TOS commands may also be 
accessed directly from machine 
code by selecting the external 


ROM with a jump to address 


0O08H. In the external ROM 


there is a routineto call routines 


in the BASIC ROM, so that all 
BASIC functions may be access- 
ed at any time. Calling 0603H or 
0604H reselects the BASIC ROM. 

TOS supports a subdirectory 
tree-structure”. There is a root 
directory which may contain 
other directories. irectories | 


| can be nested and the specific 


route from the file to the current 
directory is called a pathname. 
Amy Filename extensions such 
as for example .BAS and .COD 
may be used to separate the dif- 
ferent file types, although only 
DIR (for for directory names) 
and .SCP (for communication 
channel names) have a specific 


| meaning to TOS. 
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File names may contain 
'masks' or 'jokers'. The plus sign 
can be used to replace all or 
several characters in a name 
field, while the question mark 
replaces one character only. File 
| names with masks (templates) 

can be used with most instruc- 
tions and provide access to a 
group or batch of files. 


TOS supports random access | 
and sequential files. A data file | 


must be opened and a channel 
for E or output linked to it. 
INPUT* and PRINT* are the only 
instructions that allow access to 
a specific part of a file. When the 
OPENH* instruction is exec- 
uted, the file structure is defined, 
The file can either be a stream 
file with no record structure, 
| where you can read or write a 
variable number of characters 
up to 256, or a record file with a 
fixed record length of a specified 
amount of characters. Stream 
files can on à bia read sequential- 
| ly or in random fashion with an 
AT command, 

TOS provides up to 16 chan- 
neis. Channels 1 to 4 are fast 
teach have an dedicated 512 
byte buffer) and 5 to 16 are slow 
(common 512 byte buffer). 

The floppy disk controller is 
equipped with two R5232C 
tal communication ports 
[SCP's). These have to be set to 
the correct format and baud rate 
by pena the two dedie- 
ated SCP files with a FORMAT* 
statement. The files may then be 
opened in a similar way to the 
stream or record files for send- 
ing or receiving data. 


OPERATING SYSTEM: 

TOS (Timex Sparauna s stem) 
configured as a BASI ens- 
HOM. 


SYSTEM COMMANDS: 
CAT* Seg the disk directory 
contents. The list displays the 
| name, the file type [extension), 
| the file size in bytes, the disk all- 
ocation [sectors occupied) and 
| two columns indicating whether 
| the file is write-protected [by 
means of the TOS software facil- 
| ye not the write-protect tab) 
he only two extensions that 
have special meaning for TOS 
are .DIA, indicating a subdirec- 
tory and .SCP a communication 
channel. | 
FORMAT*  “drivename” TO 
“diskname" formats a disk in the 
requested drive. TOS is copied 


onto each disk freguiring T6K) | 


for sã Lp. The directory 
| requires 4h. TOS requests con- 


firmation before proceeding | 
Brses 


with the formattino. 

SAVE" pathname LOAD 
OPTIONS saves a file to disk. 
lhe pathname consists of the 
subdirectory [or subdirectories) 
and a filename. The LOAD 
OPTION may be LINE number 
tor BASIC autorun, SCREEN 
for a sóreen file CODE start, 
| length for a machine code file 
and DATA arrayname [| for a 
| mumeric or string array, !f an 
existing file is specified, TOS 
displays a waming with a 
prompt to overwrite the existing 





file juniess the save syntax ip- 
cludes an ovenwrite enable) df 
the program saved is called 
“START” with a linenumber for 
autorun, TOS mall autobos! from 
a reset ifthe disk is in drive À. 
LOAD* pathname LOAD 
OPTION /oad's a file from disk. 
MERGE* pathname merges a 
BASIC file from disk with the 
existing program and variables 
im the Spectrum memory. 


DIM* pathname creates a O size | 


file or an empty directory. The 


use of the path means that files | 
can be created outside the cur- | 


rent directory. For a directory, a 
filename with a DIR extension 
must De used. 

GOTO* pathname or GOTO* 
“drivename” d changes the cur- 
rent directorvidisk Special 
pathnames exist for moving up 
or down the directory hierarchy. 
GOTO* “41 . “ moves up 
one or more nested directories 
and'GOTO* “:" goes to the Root 
directory. 

LIST* displays the current direc- 
tory location fpathname of 
source directory, its level and 
the drive, TOS allows the 
change of the current directory 
to another drive without know 
ing the disk name with a GOTO* 
“drive name” d, 

GO SUB* (pathname) or GO 
SUB* “drive name” d changes 


the current directoryi drive and | 


stores the return directory/drive 
on a directorv/drive stack rea 
to be recalled with a DRA 
command. This is very useful for 
applications  requesting | a 
change of cirectory/disk to per- 
form a task with subsequent 
retum (using DRAW$*) to 
source  directoryidisk TOS 
allows up to 8 levels of nesting. 
Ay pe the source direo- 
toryfdisk. Used in conjunction 
with the GO SUB" command. 
ATTR* pathname P, U, | or MV 
writeferase protects, unpro- 
tects, hides (1) or unveiis [Vjfiles 
or directores. The pathname 
can be a tempiate, so more than 
one file can be affected A 
Formate instruction can still des- 
Aprid a protected disk. 
MOVE" source-pathname TO 
destination-pathname copies a 
file or SCP to another file or SEP. 
the source is not destroyed or 
modified 
dg DO im nd (N) erases 
files. TOS will ask for confirrm- 
ation. The instruction will gen- 
erate an error report if the file is 
write protected or belongs to a 


 tab-protected disk, 
LET* old pathname TO new 


pathname renames a file, dir- 
pry or SCP. 

FORMAT” SCP-pathname 
changes the configuration of the 


SCP. The parameters are textor | 


bytes, autolinefeed on or off 
software protocol, input with 
war, baud rate, parity, and 
number of stop-bits and data- 


ES, 

OPENH* expression 71; path- 
name, mode (expression 2) 
opens a file or SCP and assoe- 
tales a channel with il for access 
through PRINT? and INPUT: 
statements. 
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siowi, | 
random, append), type [record 
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PRINT" & mn; STR : (AT P) 
writes characters or records to a 
file or SCP via a channel. Max- 
imum record number is 65535. 
INPUT" n;VAR (GATP|reads 
a character or record from a file 
or 5€P via a channel. 

CLOSE 4 * expression closes the 
open file linked to the channel 


| number given by the express- 


ion. 
LIST 4 (channel number) lists 


information of all or specified 


channel! numbers, The inform- 


ation includes the channel num- 
ber, the channel type [fast or 
mode [input output 


Or siream), current record (file 
pointer position) size [file size in 
bytes) and number of free chan- 
neis, or if it's an SCP: mode, 
type, record length [7 if stream), 
baud rate [50 to 19200) data 
re (text or bytes) autolino- 
eed, XON or XOFF and number 
of free channels. 


ERROR REPORTS : 
46 error reports, extensive and 
detailed. 


EXTRA FACILMES: 

wo serial communication ports 
[SCP'S), baud rate adjustable 
from 50 to 19200 baud. Utiliry 
program provided on disk for 
operation of LPRINT and LLIST 
id a through serial port 


L: 


MANUA 
Excellent manual providing 


startup and introduction to new | 


disk drive users followed by 


| detailed description of TOS sys- 


tem and commands, directories 
and pathnames, random and 
sequential file handling and 
serial ports application with 
sa do programs. Appendix 
with TOS command ça 
error reports, description of util- 
ty programs and R5232C con- 
nection details. Guidance is pro- 
vided for the programmer wish- 
ing to operate from machine 
code (detailed list of TOS rout- 
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ines together with their call 
addresses) and for error 
trapping control. 


APPLICATION MS: 
None, but selection of utility 


a qi on disk includi 
JACKUP (copies an entire disk), 
LOSYS (updates the TOS on 
existing disks without losing any 
data on the disk), DUMP (dis- 
por selected file on screen in 
rexadecimal and ASCIH not 
ation) and LPRINT (provides 
LPRINT and LLIST commands 
for 80 column printers connect: 
ed to the serial port A). 


CRITICISM: | 
No Centronics parallel port for | 
low-cost 80 column printers 
available. 

Extensive amount of hardware | 
cluttering the desk. 


COMMENTS: 7 
Excellent TOS with directory 
filing structure, random and 
sequential data file handling and 
full SCP software support. | 

TOS operates as BASIC exten- 
Sion with very short and un- 
complicated commands (unlike 
microdrive commands) and 
easy access from machine code 
is possible through weell docu- 
mented call addresses. 

TOS does not use a single byte 
ofthe Spectrum RAM. 


MEDIA: 

3.0 inch hard cased disks in 
double density format. Price of 
media starting from £2.70. 


Number of drives supported per 
system: 4 


Storage capacity: 160K per side 
Sector size; 1024 bytes ci 


TIMING: 
Formatting: approx. 315ec 
Cataloguing: approx. 3.5sec 
Loading a screen: approx. 
5,55€0 
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INSIDE THE 
ART STUDIO 





“After much eager waiting, ART STUDIO has arrived at CRASH Towers. Franco Frey got his 
“hands on it first, and as a result, was told to write the review. Hereitis ... 


id A 


= PR ET Pe RR 3 ida = que aa a 


' Having ART STUDIO personally 
| demonstrated by Supremo 
Without Portfolio, Bruce Everiss, 
at the last PCW show, everybody 
at CRASH towers was sagarry 
awaiting the review copy from 
OCP. Little was it known that the 
final copy was to come from 


RAINBIRD SOFTWARE, a new. 


subsidiary of British Telecom 
and part ofthe New Information 


Services, who have now taken. 


over the marketing of the 
roduct. The packaging has not 


nfinalised, so the comments | 


are directed entirely to the prog- 
ram content, which is after all of 
more importance ... 

ART STUDIO follows the pop- 
ular trend, commercialhy intro- 
duced by APPLE, of basing the 
program on a windows — icons 


— mouse — pointing-device | 


| concept. The main aim behind 
this concept is to provide a prog- 
ram which is easily operated by 
the first time user with all relev- 
ant information on the screen 
and no complicated keyboard 
seguençes needed to access 
commands. Commands are 
issued by simply pointing at opt- 
ions contained in screen menus. 
The pointing device, the icon, 
indicates by its shape the cur- 
rent instrument or mode. 

A menu bar at the top of the 
screen contains the major head- 
ings. Pointing at any of these 
causes a sub-menu to be pulled 
down (a window is overlayed). 
This contains a number of opt- 
ions, which may lead to further 
sub-menus, or cause certain 
commands to be executed. An 
| option is chosen by moving the 
cursor down the list and the 
options which highlight may be 


FARTA as EE Tr Li br 
rev tre; É E 





accessed and chosen by press- 
ing the select button (elicking' 
an option). If'the option is a com- 


mand, the pulldown menu 
disappears and the arrow cursor 
changes into an icon indicating 
the present status. Whenever it 
is moved back into the heading 
area, the cursor reverts back to 
an arrow. To remove a menu 
pulled down by mistake, the 
cursor is moved outside the sub- 
menu box and the select switch 
pressed, | 

some menu options are 
neither commands nor sub- 
menus, but are flags or 
switches. These can be toggled 


on or off to modify the behav- | 


iour of other options. The on 


state is represented by atick, the | 


off state by a cross. 

The full Spectrum sereen 
occeupies 24 lines, but the menu 
bar occupies 3 lines. Two boxes 


are provided in the menu bar | 
containing arrows, which if | 
accessed by the cursor, will | 
scroll the screen up or down a | 


upto three lines to make the hid- 
den portion ofthe screen visible. 


ART STUDIO comes supplied 
as a master tape configured to 
produce a 'personalised' copy of 
ART STUDIO, which allows you 
to produce a customised version 
ready to run under your partic- 
ular hardware environment. To 
install ART STUDIO, the master 
copy is loaded and run. Follow- 
ing prompts, you enter all the 


required hardware data, and the 


installing program then saves 
the 'personalised' copy of ART 


“STUDIO, The data to be supplied 


for configuring defines the input 
device, the printer interface and 


150 CRASH Christmas Special 1985 


printer details Fegaratina graph- | 
e 


cs printing mode. The f 
of ART 51 
matrix printer to be accommod- 
ated and if the user should not 
have any ofthe listed Centronics 
devices, details are given in the 
concise manual on the three 
required machine code routines 
to control the particular 
interface. 

Despite the fact that ART 
STUDIO is configured to be run 
by first time users without the 
need to delve into long-winded 
manuals, RAINBIRD provide an 
excellent and easily digestible 
reference work, which at the 
time of the review is stillin draft 


Fm. 

RAINBIRD make available to 
microdrive and Kempston inter- 
face owners an extended OCP 
ART STUDIO at £24.95 (mail 
order only), which includes 
Microdrive and  Kempston 


xibility 


| Operating Systems, a sereen 
| compression facility and four 
| extra text fonts. Owing to the 


fact that some lesser-used 
functions are stored on cartridge 
or disk as 'Overlays', the prog- 
ram has the ability to maintain a 
RAM based catalogue, which is 
displayed within the menu env- 
ironment of EXTENDED ART 
STUDIO and includes an extra 
shape, Arc, which is a fractional 
part of a circle defined by three 
oints. EXTENDED ART STUDIO 
is also available as an upgrade 
for £12 inc. P&P by mail order. 
ART STUDIO is an excellent 
state-of-the-art graphics pack- 


DIO allows any dot | 
| Switch 





which speeds up the longer it is 
moved in the same direction, 
together with a sensitive micro- 
joystick such as the 
Flightlink or Voltmace provide 
an excellent low cost replace- 
ment for this expensive control- 
ling device. 

e onhy criticism that could 
be found, if one tended to be 
finnicky, is that the spray pat- 
terns should also have been 
user-definable, especially as the 
existing patterns are very inked 
and dont allow for a fine reg- 
ulation. At E14,95 ART STUDI 
is an excellent buy. For the more 
pecunious, the pack includes a 
mouse offer from OCP and a 
hard copy offer from DIMEN: 
SION, who willimmortalise your 
favourite screen creations on & 
£ 16,000 ink-jet printer: A4 size at 
£4.95 and DELUXE (320mm x 
250mm) card mounted and 
gloss laminated at E7.95, 


Product: ART STUDIO 
Producer: Rainbird Software 
Programmer: James Hutchby 


EXTENDED ART STUDIO avail- 
able by mail order from: 
Rainbird Software 

New Information Services 
Wellington House 

Upper St.Martins Lane 

London WC2H 9DL 


HARD COPIES available from: 
Dimension Graphics Ltd. 
BOX 444 


Buckingham MK1B 5LN 


FEATURES 


6 Windows — icons — pull-down menus — pointing devices 


& Allinformetion onscreen 


Works with 


Full control over 
Artribute 


Sbom, CUFSOr, tr meariaca 2 pysticks 
planear sizes and grey-scalo 


| 
| 
| 
| 


& Save and load fonts to cassatte 
pa ni 


trianghes, circies and rays 


& Snap and elastic coitada 


age and must be the best avail- | 


able for Spectrum owners. 
Despite the fact that the very 
structure of the prógram is 
based on a mouse operated sys- 
tem, the intelligent cursor, 
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PRINT 


PRINT provides facilitias for hardcopy on a 
doi matrix printer. Five sizes dictsted by 
number of dots on paper to one dot or pixel 


“on soreen. Height to width scale depends 


on resolution 01 printer selected, re number 
of dots per inch on à line to line spácin 

pitch, Two resolutions can be aocess 

within ART STUDIO, single density and 
double density. No colour information is 
used unless grey scale dump is used, Here 
the different colours are represented with 
stipples cf varving density. Gray scale 
dumps are alwaysina 3x F sue. The picture 
can De printed sidewnys, allowing bigger 
dumps, or from top to om, and can be 
situated left, right or in the centra. fan BO 
column peonter iam't available, the screen 
can be dumped to the ZX or ALPHACOM 


32-column printer. 





ATTRIBUTES 


ATTRIBUTES deals with the colour control. 
The attributes onde set apply to all painting 
and tea: Aa ia done via shapes, pens, 
brushes, fills amd text. All ink amd paper 


colgurs may be so imeluding tra rent. 
| OVER and ERSE can be toggled on or 
of, transparent sets si) attributes tQ trans- 


t and STANDARD sets the attributes 
to their default values. 


FILL 


Apart from the usual solid fill, ART STUDIO 
provides a TEXTURED FILL wimich displa 
à menu containing the 32 texturas avail- 
able, from which 3 choice has to be made, 
AI fila are done in the current attribute 
settings [INVERSE and OVER does not 
app! Fand can be aborted with CAPS SHIFT 
and SPACE, The texture at the end of the 
first row 5 à nu] texture and ts useful for 
setting the attributes within à sector ofthe 
serem without altering amy pixel states. 

WASH TEXTURE maps a chosen texture 
onto any pixels on tha screen that have 
been cha by E previous operation. 
This próvides the facility of texturing out- 
llnas or even texz 

Each of the 32 textures can be edited by 
matina it the current texture and calling the 
EDIT FEXTURE window. The new texture 
can be used by clitking its normal sized 
image- 
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FILE 


FILE features all the commands for saving. 
loading and verifying sereen files to and 
from tape. The files must be either SCREEN 
files or CODE files not longer than six and 
three quarter kilobytes. Saving will prompt 
for a file name. For ni cola and 
merging-a file name can be specified or 
ART. UDIO cen be instructed to load, 
verify or merge the next file on tape. & 

fila can be merged with a correntscresn fila 
aithar on an OR basis (if tha OVER switch is 
otior on an XOR basis (if the OVER swritoh 
iz on). 
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PAINT 


PAINT provides aoress to the various 
drawing tools. 

rd PEN displays the sinteen pens 
avaitabls, The pen sets pixeis by pressing 
setact or if the INVERSE switch is on, resets 
pixeis ferasing function). 

& SPRAY CLANS of varving diameters 
spray a random paftem of dofs on the 
screen, H the spray cam is held in plãce, the 
dots build up toa sold disc. 

16 BRUSHES are available of various 
sizes and designs and esch brush has an 
associated mask with it, When a brush is 
usada to paint on the sereen, first the pixeis 
Córresponding to the mask are reset, then 
the pixeis coresponding to the brush itsslf 
are get. The first brush in tha menu isa null 
brush and can be used to colour an existing 
proture velth-nem attribute settings without 
upsetting the screen pixeis. 

Ezch of the 16 brushes can be edited. To 
edit à particular brush, it must be made the 
current brash. The newby edited brush can 
be used by simply porra tha cursor atit's 
normal size image im the BRUSH EDIT 
window and pressing select. 
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MAGNIFY 


Three levels of magnrfication are available 
with facilitios to edit pixeis, pan and z00m 
the current screen part. Selecting a magnif- 
ication converis tha armom cursor into a 
magnifying glass which can be positioned 
over the required screen area. Thres modas 
of editing are provided under magnifo- 
“BHOn, SET RESET and TOGOLE. The 
ATTRIBUTE menu às available directhy from 
the menu bar. The area magnified can be 
scrolled over tha entire sersen area by 
clicking the boxes with arrows in them, or 
homed by clicking the box containing the 
linked squares. ite bars between lhê 
mbifica as de ria direi 
position of the magnifying window to t 
pd qu monta a th appro o 
ChE at anytime by cm E appi 
“ea dor dh box. A gridtis avalable 
n the xê magnification mode with one 
square in the grid representing one piel on 
tha-sereen. Thisgrid can be switched on or 


off from the initial Magnify menu. 





WINDOWS 


WINDOWS sets up a rectangular section of 
the screen marked by a dotred outline, 
pal ad certain functions can be per- 


rmad. 

CUT & PASTE copies the window to am- 
other area of lho screen by displaping a 
duplicate dotted outline whleh can be 
moved around and set, Similariy CUT, 
CLEAR & PASTE copies tha window but 
clegrs the source window, Multiple copres 

a window can be made with lhe 
MULTIPLE switch on. MERGE combines 
the copied window with the existing screen 
contents on an OR or XOR basis depanding 
on the state of tha OVER gwitch. 

A window can-be entarged, reduced, 
tes or streiched by using the 
RESCALE option, vehich works similerty to 
the normal window copy command, but | 
allows the destination windom to be ra 
defined in size. This function is extramety 
usetul and provides a ent for the 
missing th lc function in SHAPES. Win- 
dows can be inverted, ra mirror 


and rotated or just simply c 





SHAPES 


SHAPES provides up fo seven different 
drawing routines, nameiy single point, 
lines, à continuous line, rectangies, tri- 
anglas, cirches and rays. AM shapes aro 
drawn (in current ink and paper colours) by 
moving the cursor about the seroan and 
tem select to define the verticas. 
Shapes can be drawn elasticalhy by setting | 
thã corresponding switch. The shape can 
be expanded or contracted on screen unit 
tis the Fight size and then fixed with the 
select switch. Agein similar to text, the 
vertices Of shapes can be snapped in two || 
directions to come within attribute bound- | 
ariés. 








THE BEST BACK-UP INTERFACE 
£32.95 SPEC-MATE £32.95 
automatic one touch transfer to & MICRODRIVE 6 
WAFERDRIVE 6 BETA-DISC € TAPE € TAPE 
| DOUBLE-SPEED 6 SPRINT € 


OPUS USERS CONTACT US FOR DETAILS 
1. MAKES INDEPENDENT BACK-UPS/TRANSFERS OF ANY 


PROGRAM 


2. EXPANSION PORT INCLUDED. [you can keep SPEC-MATE 
attached if you want, but you do not have to) 
3. NO ADDITIONAL SOFTWARE REQUIRED. FAST, DIRECT AUTO 


TRANSFER 


4. "FREEZE” PROGRAM AT ANY POINT. (can be used as save- 


ame option) 


5. FINISHED IN SPECTRUM STYLE BLACK CASE, 


6. ADD POKES WITH EASE. 


7. CONVERT ANY PROGRAM INTO A 2 MINUTE RELIABLE 


TURBO-LOADER. 


orders to AT & Y COMPUTING LTD, 35 Villa Road, London 5W9 


INC 


information: phone 01 733 6175 or send SAE 


E4) 





Ad inclusive price: [32.95 (Europe add £2 other countries add 
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| TEXT 


TEXT can ba printed in two directions, left 
to right and top to bottom, in normal or 
sideweys oremtetion. Three character 
widths and three character heights provide 
upto nine -diflerent sizes. À bold switch is 
provided which prints characters Iwice 
with a cne-pixel shit. All characters ara 

rinted in the current ink and paper settings 
ça and Over appiy), and proviston 18 
made to SNAP characters into attribute 
squares ir both directions, horizontal and 
vertical, so that they Dccupy an exaét 
amount of attribute characters. 

The FONT EDITOR anables the aditing of 
character sets Montsi. Thera-are 96 char- 
acters in 8 font. Whole new fonts can be 
created and stored on cassette, and loaded 
into memory as required. The 95 characters 
are displayed at the bottom of the sereen, 

| mith the current character marked in vem- 
cal brackets. The current character and the 
characters immediately to its lefi and right 
are shown in enlarged form above the font. 

| Póinting to any character in the font-and 
pressing select makes il the current -char- 
acter. Alternatively, the current character 
can be scroliod Hireuan the entire font by 
clicking the boxes with arrows. The char- 
actar may then be edited by togoling the 
pixels on or oH, 

Special operations can be performed by 
pulling down the CHARACTER box. This 
incl cear, invert, flip horizontal, Tip 

| vertical, rotate, scrollright and seroil down, 
The same -set of operations can be pertorm- 
ed upon the font as a whole by pullirg 
down the FONT menu. The character set 
ctrum's ROM can be 
Dios fomt. 


contained in tha 
toaded into ART ST 


CAPTURE FONT copies blocks of pixeis 


MISCELLANEOUS 


VIEW SCREEN ramoves tha menu bar to 
e id the entire screen. 

oth grida use altemata bright and 
normal o rei and can be used to position 
details within the attribute grid to cause 
minimum clash of colours, CHANGE 
COLOUR works in conjunction with a def- 
ined WINDOW and changes one colour into 
another as specified in tha ATTRIBUTE 
menu: Paper is tha source colour and ink is 


definad as the destination colour, The opt- 
ion then converte all cocurrances of tha 
source cotóur to the destination colour, 





LESSA” 
*“GAPIrEFENTIPOEMRO 


qHnsiia corre» 
Em Rr] k = 
PEER TI SEE 


Jetta 
RES UR SE TE E Se Te CE 


1 ip 


trom a defined window on tha screen in tha 
font and can easity be used to create user 
defined graphics. Fonts-can be saved and 
loaded from cassette, Character sets creat- 
ad with ART STUDIO can be used im the 
Lsers own program welth a simple BASIC 
routine. 
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POLICEMAN 








Just about every known technique has been used to 
protect Spectrum software against copying. This 
month Tech Tips looks at (and hopefully), through 


Lenslok, the latest trick to reach the Spectrum market- 


place. But first, Simon Goodwin puts protection into 


perspective ... 


Spectrum software has always 
been protected to try to stop 
ilegal copying. The aim is to 
make the code run straight 
away, so that copiers can't save 
after loading. 

Many early programs were 
saved as CODE, partly to make 
them hard to copy with a normal 


SAVE command, and parthyto | 


give the impréssion that the 
program was written in machine 
code when in fact it was prob- 
ably written in BASIC. 


CLONE ME ANOTHER 


-&t the start of 1983 the first 





“clone” programs became avail- 
able — programs tô read amy 
tape into memory and dump all 
of the data back onto cassette, 
These programs hit the software 
producers hard — a cloned copy 
was as good as the original, 


having come directly from the. 


computer. Clones could be used 
to make any number of further 
copies, whereas tape-to-tape 
copies were inferior, and could 
onhy go through two or three 
generations before the hiss and 
distortion added at each step 
acto further copying imposs- 
ible, 

The first response was to in- 
trease the size of the files to fill 
alithe Spectrum's memory. This 
defeated the simple copying 
programs, which were 'crowded 
out of RAM, but it made loading 
slow and created technical difh- 
culties for the supplier, The pir- 
ates soon caught up and wrote 
programs capable of copying 
even a 48K file, 


BEHEADING THE FILE 


Software houses retaliated by 
re-defining the wey in which 
pegrana were stored on tape. 
pectrum files are written in two 
parts: a fixed size “header”, con- 
taining the file name and other 
details like its size; and a second 
por containing the data itself. 
lone programs use the infor- 
mation in the header to work out 
where to store the rest of the file. 
This approach is foiled by the 
'headerless file — a short prog- 
ram is used to lõad a file with nó 
identifving header, Without the 
header a simple clone program 
cantcopy the rest of the file. 
Another approach was to 
encode “extra” information on 
the tape. One simple trick was to 
record a brief period of silence 








Et 








onto the tape, betwsen one file 
and the next — this quiet mom- 
ent on the tape can ba detected 
by simple software to read the 
cassette port. Most clone prog- 
rams ignore gaps and pack files 
together on tape, lllggal copies 
can be detected because they 
are missing. 

One Dk'tronics program used 
a short “tune” at the end of the 
tape, immediately after the 
program. The sequence of notes 
was ignored by copiers, since it 
did not form part of the file, but 
the ab dá checked for it and 
crashed (pretending there had 
been a loading error), if the 
notes were not present. The 
whole tune lasted for a fraction 
of a second, so it was almost 
impossible to detect the notes 
by listening to the tape. 


ROM WAY 


These tricks worked, in the 


[Sense that they put off the 
majority of casual copiers, but | 


there was a constant battle bet- 
ween the authors of protection 
routines and clone programs — 
in some cases these were the 
same people! 

The root of the problem was 
the ease with which cassettes 
could be copied, and Sinclair 
responded by borrowing an idea 


first outfit to publish computer 


games in chip form — on plug-in 


cartridges. Sinclair produced 


the Interface 2, an adapter to 


allow the Spectrum to accept 
cartridges, 

This idea failed, for a host of 
reasons. Unlike the Atari, the 


[Spectrum already had a well 


established, reliable and fast 
cassette interface. Interface 2 
was expensive; itincluded a pair 
of joystick ports, but these were 
not compatible with many 
games. 


The cartridges themselves | 


cost more to produce than 
tapes. They took a long time to 
manufacture and were limited to 
a 16K capacity, regardless of the 
memory of the computer. Prog- 
rams were becoming more and 
more sophisticated — few soft- 
ware houses were willing to 
shoe-horn their next mega- 
game into 16K. 

A few games were converted 
for the format, but nothing new 
was launched on cartridge, 
again denying users any reason 
to buy the ROM interface, Mikro- 
Gen have recently relaunched 


the idea at a more reasonable | 


pres, but it seems unlikely that 
pectrum ROM games will ever 


take over from cassettes — the | 


performance improvement is 
too marginal. 


THE COMING OF 
COLOUR 


Meanwhile, trick tape schemes 
became more and more 
devious, and increasingly irrit- 
ating for the producers as well 
as the would-be copiers. Then 





| with det Set 


Software Projects came ouí 
ilty, à game that 
used a quite different system of 
protection. 

The JSW tapa is quite easy to 
copy, but there's a colour-coded 
table printed in the cassette 
inlay. When the program is load- 


| editdisplays a row of randomly 


coloured blobs — these have to 
be matched up with the table, 
and appropriate keys must to be 
pressed before the game stars. 

The system has several snags 
— ft is irritating for legitimate 
owners of tha game, who have 
to go through the same ritual 
every time thay want to load 
their copy. tis also a major obst- 
acle for those with poor eyesight 
or à e TV's. And the colour- 
coded chart turned out to be 


quite easy to copy — once the | 


colours have been written as 
letters it takes less than 10 min- 
utes to copy the whole chart, 
and the job can be done several 
times over in the course of a 
boring lesson! 


HYPERLOADS 


So software houses went back 
to tinkering with their tape 
recorders. The next step was to 
completely change the way in 


which programs are recorded, | 
| by re-defining the tones used to 


rom Atari. That US firm wes the | represent each bit of infórmat- 


ion on the tape. This approach 





allows programs to be loaded 
more quickly, since the tones 


can be more densely packed | 


onto the tape. 
| Thus the first of the so-called 
Hyper-loaders' came into 


being. They have a big weak- 
ness. They are often unreliable 
— the densely-packed tape is 
more prone to the effects of 
duplication faults, and some 
early systems used high-pitched 
tones which could not be relia- 
bly reproduced by cheap tape 


pavor, 

tany software producers 
deliberately made their systems 
intolerant of uneven levels or 
background noise, in the hope of 
detecting tape-totape copies, 
This lead to loading problems 


| for legitimate users of original 


tapes, and Hyperloads gained a 
bad name, both with retailers 
and customers. 


ENTER THE LENS 


| Atthis point software producers 


were pretty stumped. Thev'd 
tiddled as much as possible with 
the two component parts of a 
software package — the tape 
and the documentation — but 
they still couldn't stop photo- 
copters and tape-to-tape copy- 
ing: They'd tried to by-pass the 
cassete altogether, but ROM 
cartridges had failed because 
they were too expensive and 


MUNICHENTECHINICHENTECHINICHE 


required special 
(Interface 2), 
What they needed was some- 
thing cheap, small (so that it 
would fit into a cassette box) and 
hard to copy. Unlike Sinclair 
ROMs, it must work with the 


equipment 


| standard equipment possessed | 


by every Spectrum user. Elec- 
tronics was out — tape scram- 
blers, “dongles', ROMs and so 
forth are expensive and hard to 
manufacture in bulk. The solu- 


| tion was to use the only part of 


the system that had not yet been 
harnessed against illegal copy- 
ing — the TV set. 

“s and micros both work by 
displaving a pattem of small 
dots which look like pictures, or 
text, when viewed from a dist- 
ance. The first diagram shows 
the way a letter À might be 
represented as a pattern of dots. 


A DISTORTED VIEW 


Wedge-shaped transparent 
plastic prisms can be used to 
deflect light. Take the pattern of 
dots in the figure A, in diagram 
one. lfyou lookat a same pattern 
through a group of narrow 
prisms, the columns can be 
swapped around — as light 
passes through the arrange- 
ment of prisms, the order of col- 
umns can be scrambled, so that | 
they don't form a pattern repres- | 
enting a recognisable character. 


DINA VITA 


MAKE THE MOST OF YOUR MICRODRIVE 
WITH 


INTERFACE HI 


THE IMPOSSIBLE HAS BEEN DONE 


res ts true this fantasthe new peripheral will transfer every program avallable on to microdrive. Yes 


every one. ver, believe ornon itisso 


easy to use that we are training our pet cat (Clive) to use it dany 


one capable of loading and saving a BASIC program can transfer really awioward programs to microd- 


rive: 


O Consists of hardware and software 
[software on microdrive cartridge). 
6 Transters all programs available on 


tomicrodrive. 


8 Very. very, easy to use. [N Clive can 
do k we're sure you can.) 


Just look at these features... 


O Makes a “snapshot” of any stage of a 
Program. (Saved asa screen.) 
O Transter can be actuated at any stage 


altowing "customised" versions. 


S All programs reLOAD and RUN once 
Eransterred. 


& Programs wilil rsLOAD Independentiy 


ofthe“Interface”. 


IF YOU HAVE A MICRODRIVE YOU MUST HAVE INTEREACE ll 


Trade and distributor enquiries 
iriated, LER and oversoas 


ONLY £39.95 inc. P&P 


cassette for tape Lsers. 


Tie soltuvare cam De suppêed on 


This producer is ma cias of it som 
Designed py DRAPSCET 


ads] MICRO CENTRE MICRO CENTRE 


BRIDGE STREET, EVESHAM 
MEOIRCESTERS INE 
Pelo DIBó 44 T 
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dee diagram two. 


swapped in the same sequence 
by a given group of prisms, Or 
“tens”, so it follows that à lens 
used to seramble the dots which 
| make up a letter can be used to 
| un-scramble a pattern of dots 
produced by swapping the col- 
ummns in a letter, providing those 
columns have been swapped 
round appropriately. This is 
shown in the third diagram. 
This principle forms the basis 
of Lenslok, an optical “key 
invented by a new firm called 
ASAP Developments. (Indeed, 
the diagrams used here are 
taken frôm their brochure — 
with thanks.) Lenslok is used on 
new Spectrum programs like 
Elite. Interestinghy, Firebird also 
use headerless files in Elite, 
which will make Microdrive 
owners legitimately angry — yet 
again they have to resort to sub- 
terfuge to get their games to 
| load onto Microdrive. One 
would have thought that 
Lenstok protected their Micro- 
drive copies just as well as their 
cassette, Perhaps this belt and 
braces' approach is a sign that 
Lenslok has weaknesses ... 








Diagram Two 


= 
“ua 


WORKED EXAMPLE 


Anyhow, Elite displays a seram- 
bled pattern when it is first 
loaded. you look at the pattern 
through the lens you see two 
characters, and you have ten 
seconds to type them at the key- 
board. W you've not got the lens 
allyou see is a jumble of dots. If 
you can't type the correct char- 
acters within three trys — and 
there are hundreds of possib- 
lties — the computer resets and 
po have to re-load the program 
jefore you can try again, 

Two characters are used, 
rather than one, since this 
makes it much harder to guess 
the correct code — there are 
| more possibilíties and the col- 
| umns which make up the two 
characters can be inter-mingled, 
Some columns on the screen are 
not visible through the lens at 
| | all, so it is difficult to recognise 

| the pattems by eve, especially 
| when you onhly get ten seconds 
to think about it! Diagram four 
shows the way that two char- 
acters can be muddled together. 

There are millions of possible 
“serambling' patterns, so that a 
different secrambling routine, 
and hence a different lens, can 
used for every program. lts no 
g0o0d trying to use the lens 
supplied with Elite to get started 
with Digital Integration's Toma- 
hawk, for instance... | 

The lenses can be moulded in 
one piece from polystyrene (like 
parts for model kits) so they can 
je economically produced in 
small numbers (but not on the 
| kitchen table); a few thousand 
lenses cost less than 20p each. 
Each lens comes in a holder 





Diagram Three 








— there are even holes for the 
prongs which hold the cassette 
spool!s, 





Diagram Four 
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The columns are always | 


| Às part of the set up routine, the | 


| going up and up. Some of the 





| also encourage software houses | 


which fits inside a cassette box | 


However, display units vary 
enormously — the rich and 
famous have crystal clear mon- 
itors, some people have old 26 
inch teles, some use black and 
white portables and so on. Lens- 
lok has to cope with every poóss- | 
ibte variation, with the exception 
of Uncle Sir Clive's Microvision, 
which luckily doesn't have an 
aerial socket! 

The answer is to let you scale 
down the display to suit your TV. 
The Lenslok software displays a 
pattern which can be expanded 
or contracted to match the width 
of the lens holder. In theory, the 
computer can use this to work 
out the size of your telly, and 
hence the width of each column 
in the scrambled pattern — the 
bigger your TV, the less dots 
there wall be in each column, 
since the display must be the 
same physical size on any set if | 
the lens is to work. . 

| say “in theory, because | 
found that in the case of Elite the 
lens worked best when the 
pattern was set up rather wider 
than the lens holder; but this 
wasn't too much trouble since, 
like most people, | treat instruc- 
tons with healthy scepticism! 


computer displays the pattern 
for the letters “ox as vou. 
expand or contract the display, 
so it is easy enough to set the 
io size by eye, 
gere are à few pitfalls for the 
unwary:; the lenses don't work 
unless you look directly into 
them, so you cant use them 
properly ifyour TV is on the floor 
or on a high shelf. They dont 
work if you've got both eyes 
open, and they have to be lined 
up quite carefully to avoid dis- 
tortion of the image. 
That said, Lendlok is a major 
si! a in the Spectrum 
software market, because If |5 an 
effective way to dissuade tape- 
to-tape copiers. lt remains to be 
seen whether or not Lenstok vuill 
make a major difference to the 
amount of copying that goes on 
— Elite is not much fun without 
the instructions anyway — butif 
it does, that's good news for 
everyone that buys software. 
Micro sofiware is becoming 
more and more sophisticated 
and development costs are 


best ideas never make their way 
into code because they would 
cost more to develop than could 
be recouped from sales — if the 
pirates take their cut. EMtective 
software protection, at a low 
cost, ought to bring down the 
price of top software. lt could 


to produce some of the special 
purpose programs which never 
ses the light of day at the 
moment. 

Dont turn à blind eye to 
Lenslok! 


Further details on the Lenslok 
system can be obtained from 
ASAP Developments Ltd, 65 
Holbom Viaduct, London, EC1A 
2DR Ed 
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Nome 


Your Sinclair Spectrum 
sa powerful computer, 
not justa games 
console, Oxford 
Computer Publishing 
unlegsh that power jo 
make your Spectrum 
useful and help you 
perform important tasks. 
The Manager series of 
business programs has 
fhousands of satisfied 
customers over the last 
ihree yegrs. Your 
*pectrum can do jobs 
normally associated 
with business computers 
many times the price. 
The Utilities were written 
to create our own 
application software, 
They are offered to vou 


BUSINESS PROGRAMS 
ADDRESS MANAGER 

A professional address, filing and retrieval 
system, wilh full screen editing. Stores up to 
350 addresses on cossette and up to 6000 
addresses on floppy disk. (In separate files) 
32 column format = £8.95[ 780 column 


format — 219.95 [NEW K-DOS tape/disk 
cossefte - £29.95[ ] SP-DOS floppy disk — 
29.95 |] 

FINANCE MANAGER 


Stores and reviews proctically all business 
and domestic accounts. Completely menu 
driven for ease of use. Stores up to 250 names 
on cóssette ond up to 6000 on floppy disk. (In 
separate files) 32 column format - £8.95[ 180 
column format = 219.957 ]NEW K-DOS tape/ 
disk cassete — £29.95[ | 5P-DOS floppy disk — 
129,95] 


STOCK MANAGER 
Features full invoicing, sales totals, price 
lists and re-order requirements and 


+ pplmde bi Master File with full 
breakdown of stock and VAT. Stores up to 400 
oduct lines on cassete ond up to 6000 on 
NRP disk. 80 column format — £19.95 
N K-DOS tape/disk cassette — €29.9 5P- 

DOS floppy disk — £29.95 L] 
VATMANAGER 

Will Check gross and nel values ota 
period's sales plus exempt totais and up to 8 
classes of transoction e.g. standard rate, 
impor'expor etc. Colculotes VAT pald ond 
received and hence the net tax payable! 


recelvable, 
32 column format = £8.95[7]80 column 
lormat — £19.95/ | NEW K-DOS tape/disk 


cassetia — £29. 15P-DOS floppy disk — 
629951) a Re 
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WORD MANAGER 


This word processor has 
been designed for 
“User friendiliness”. The following features 
should pariculariy appeal to users of the 
“Tasword II" program, with which It Is text 
compotible. The software includes an 
address filing supplement with screen editing. 
Extra features include: 


* Simple “single keystroke” Insertion 
facility. 

* The cursor can be moved onto start a 
new paraguaia by a single keystroke. 
TAB key also avallable. 

* The program works with cassete tape, 
Sinclair Microdrive, Opus and other disk 
systems, 

+ Texts can be printed out on any line 
id py up to 128 characters. 

* Text blocks of any length can be 
transposed, copied or deleted. 

* The OCP ram can print outtext while 
another is being written or edited. 

The Word Manager — £12.95 [] 
Disk Versions — £19.95 [| 


UTILITIES 
MASTER TOOL KIT 

This versatile program gives you o re- 
number feature, string — search, a real time 
clock, a graphics generator and alarm plus 
many other es fhofil change your 
pecium info o full spec. machine”, 

aster Tool Kit = 29.95 0 
FULL SCREEN EDITOR/ASSEMBLER 

An essential tool for writing Machine Code 
whether youre a beginner Or an expert, 
includes full screen Input, comprehensive 
documentation, sophisticated expression 


iyou would like a copy of our full colour detalled catalogue — please tick box. [1] 





Placse make cheques/postal orders poyable to 
OCPLid 
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as proven reliable 
programs that have 
stood the test of our own 
usage and become 
industry standards. 

The classical games are 
realistic simulations of 
proven widely played 
Teal" games. 


see your local dealer 
or order direct by 
indicating the items 
required, by tickin 
boxes, complete the 
coupon and retum the 
advertisement 
Altematively, phone the 
OCP Hofline on (0753) 
888866, stating your 
Access or Barclaycard 
Number. 


evaluator, SNAKE demonstation mode extra 
microdrive facility efe. lt also drives 32 and 
80 column printer interaces from the same 
cosete, 
Full Screen Editor'Assembler — 812.95 E 
kK-DOS pa Pei cassette — £29.95[ 15P-DOS 
floppy disk -£29.95[7] | 
MACHINE CODE TEST TOOL 

Test and Display Machine Code 
instructions as fhey Te wriiten. This versatile 
popa con coreside in your Spectrum with 

e Full Screen Editor Assembler to provide o 
complete Mochine Code environment. 

5 Hex: Decimal conversion routine, 

character generator, etc. etc. 
Machine Code TestToo! -£9.95 [7] 
GAMES 
CHESS-THE-TURK 

The ultimate chess challenge. 6 levels o! 
play, Blifz' chess, printer output, plus real time 
clock and alarm. Chess-the-Turk — £5.95[ ] 
CASINO ROTAL 

Two wery program featuring Rouleite and 
Pontoon. You're allocated money to win = or 
lose — a fortune. Plug in Microspesch adds 
realism and both games are fully explained 


Inrough à comprehensive on-screen menu. 
Casino Royal-£5.95"] 
VIDEO POOL 


Allthe fun and dão of pool at your 
fingertips. 1 or 2 people play using jovsticks 
or Keyboard. Excellent graphics, Sound and 
colour add to fhe game's reality. 
Video Pool-£5.95 (Not Microdrive 
compotible)[] 

Please send your orderto: 

Oxiord Computer Publishing Limited 
! 7a Packhorse Road 












Admes. Cheque PO Number. == 

Access Borcioycard number 

(pleose delete) . ae E | ho 
Amount poyable £ signature | 





Woladrive, Opus and ofher media versions of our programs will be available in fhe near future. Contact us for further information on 0753 888866, CIIZ/BS 
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WIN SIR CLIVE'S 
'  BIOGRAPHY AND HALF A 
LIBRARY'S WORTH OF 
SPECTRUM BOOKS 





In the DUCKWORTH's 
Bookworm and Software 
Competition 





The people at Duckworths, pub- 
lishers of Rodney Dale's biog- 
raphy of Sir Clive Sinclair, are 
going to give six lucky CRASH 
readers plenty to read in 1986. 
Rodney Dale was one of the 
foóunder members of Cambridge 
Consultants, and has been 
associated with Sir Clive for over 
twenty vears. Now he's drawn 
on a wealth of personal exper- 
jence (and some of the Sinclair 
Research Files) to write a faso- 
inating biography of the man 
behind the British home com- 
E market. Appearing as a 

ardback book, The Sinclair 
Story should provide a good 
read for any Spectrum owner. 

Next issue, we'll be running a 
full review of the book — our 
Reviewing Minion has already 
read it, and is well impressed. By 
way of: little taster, we are able 
to offer six copies of The Sinciair 
Story as part of a Duckworlh's 
Prize Package. Also in the large 
parcel of books the six Winners 
will receive in due Course, are 
the following Duckworths titles: 
Exploring Adventures on the 
Spectrum (including the cass- 
ette, which allows you to load 
the example programs straight 
into your computer without lots 
of tyvping inh; My Spectrum 
Computer and Me; The Spec- 
trum Adventurer: Spectrum 
Graphics and Specirum Prog- 
rams. More than enough 
reading material to get your 
brain going. To add to the prize, 
there's also a couple of pieces of 
softwar=: Tycoon and Poker 
from the folks at Ducksoft. 


Sir Clive has been responsible 
for a number of innovative prod- 
ucts. He's not just a computer 
man, you know. He first made 
his name selling construction 
kits mail order to electronics 
buffs, and was the brains behind 
a range oftinyfied products such 
as the Micromatic mini-radio, 
pocket calculators, the Black 
Watch and HiFi separates — all 
before he got involved in com- 
puters. 

What we want vou to do, Is 
apply vour inventive brain to 
dreaming up a new product for 
Sir Clive. You can leave the 
computer side of things to his 
development engineers — we 
don't want any MORE specu- 
latin on the 128K Spectrum, or 
Spectrum Portables or anything 
like that. And we can probably 
survive without any C5, C&or C] 
jokes, too. No, what me wantis a 

rand new product (probably 
something tiny, and to do with 


elecktrickery to be true to form) 
that Sir Clive might launch 
during 1986. 


Getyvour thinking caps on, and 
come up with a product design. 
You can draw your New 
Doobrie, or just write about it — 
or popa prototype inthe post if 
vou like. 

Whatever you decide to do, 
o vour ent in to THE 

INCLAIR STORY, PO BOX 10, 
LUDLOW, SHROPSHIRE, 5YB 
10B to arrive by 30th January, 
when the great Sinclair New 
invention Comp will be judged 
ad a specially selected panel of 
CRASH Minions. 
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IN WHICH YOUR COMPETITION MINION STRUGGLES WITHOUT HIS ALPHABETISER 


Another year comes quietly to a close, and casting an eye over the 


compeitions I've arranged for 


you ungrateful lot to enter over the 


Chrismas hols I'm left dreading the 30th January. it's going to be 
| another thirty-six hour stint, locked away in the broom cupboard 
with nothing to keep me company but a letter opener and boxes and 


boxes of comp entries and a broken 


alphabetiser for company 


(that's why you're going to have to look a bit harder this time, to see 


fyou've one a prize) 


Still, | should have learnt by now, that you lot aren't interested in 
my problems. Hs prizes, prizes, prizes all the time as far as you're 
concerned 


- Not even a Chrissy 


card for your faithful minion, know. 


“Can't afford the stamp — need it for my competition entries” | hear 


you cry. Hah! 


Oh well, on with the results. You may notice that the SCOOBY 
SNACK comp results aren't included this issue. Don't fret - there 
were just soooo many good entries that judging was still going on 


while the Art were scream 


could finish the Christmas Specia 


for this bit of typesetting so t 
and go home for an early dose of 


Turkey and Pud. February Issue, without fail. Promisoa. 





| JUGGERNAUT COMPETITION 


Well well, There's a lot of CB 
owning CRASH readers out 
there in the great wide world, 
Lots and Lots of entries, and 
most of them correct. KERRY 
BOSTOCK of Highfield Drive 
CH7 2AL was the first person to 
ea under my scrutionous 


sounds nasty, doesn't?) nose. | 


À Video ofthe film CONVOY will 
be on its way to you, as wellas a 
copy of the game. 

d you lot, listed here, 
haven't got too much to moan 
about. Copies of Juggernauton 
“sata to you, too. Toodie 


A Nonymous, Burnaston Road, 
B28 H Caroline  Pettit, 
Hawthorn Way, CBS 9XZ Neil 
Wood, Scholfield Road, 
Coventry Marc James, Main 
atreet, LEI2 SPE Catherine 
Shaw, Simons Close, SK13 9NE 
David Ainsworth Brockholes 
Crescent FY6 SHU P Bullough 


Meadow Drive HR4 7EF Richard 
Butterfield Gold Street 
Yorkshire M Collins Ermin Street 
GL3 4HW C Crane Constance 


Avenue ST4 STE Matthew | 


Denton Dothans Close Bedford- 
shire Derek Flint The Gardens 
DES 8JW d Gillingham Newman 
Road EX4 1PH J Harvey Sawley 
Road DE? 3EF S Holland Rother- 
sthorpe Road NN4 oHY A 
Hulmes Mayfield Road WA15 
?SZ € Jackson Causeway PEZ7 
7AR J Jackson Pinehurst Road 
SN2 10F C Johnston Fieldway 
Crescent Isle Of Wight Jason 
Lofthouse Herbert Street BB12 
BRH B Learoyvd Wellstone 
Avenue L134EH G Moore Lower 
otreet GLS 2HT J Morrison 
Gopher Avenue G71 6HR R G 
omith Lichfield Drive |119 84P J 
Stevenson Rothley Way NE6 
3EW P Talbot Headland Avenue 
DN22 SAB Lydon Tymins 
Gladstone Street B71 1ET 
Andrew Mason Woodland Way, 
SOS 9HE 


MACMILLAN 
FOOTIE COMP 
WINNER 


DI Harris, of Gainsbo ough 
Drive WV6 7NR is the lucky 


person whose entry was the first | 


correct one out of the football 

competition box. A trip out in 

due course for him or her and a 

copy of MacMillan's Word Cup 

RE Rer for the rest of you listed 
ere: 


D Robertson Moulsham Drive 
CMiZ 904 J Rolph Penrhyn Road 
Far Cotton NN9 4EE C Mil 


Homens Rippon Way AL49AJM 


Richardson Earlescourt HU6 
8BD P Newton Sandringham 
Crescent East Herrington é sda 

or 


| & Wear AR Mellett 


Road Frampton Cotterell BS17 
2AD J.R Bartlett Irsley Gardens 
GL3 3AU C Stefanuti Nether Hall 
Road BD17 60D N Knowles 
Winstree Road CMO BET A Hia- 
pe Bedonwell Road DA7 5 
Nicholson East Street M34 
5BX C ira Irwell Birch 
Green WNB8 6JZ R Young Jubilee 
Road B523 3AW P Redi n 
Martin Grove SMA4 5AJ J Hoar 
Foster Road CM9 SPZ JD.S. 
Carvalho Rua Guerra Junqueiro 
Coimbr 4 Portugal D.A 
Stevenson Broad Walk SE3 8NE 
C Moss Godmans Lane COS INE 
J Wilson Angle Terrace NE28 
TBO 5 Stephenson Heugh Road 
NES6 3TJ S No Hazel- 
wells Road Shropshire P 
Sennett Yeading Lane UB4 0EN 
S Moore St.Richards Drive West 
Sussex M Jenkins Walton Road 
KT8 0HZ A Taylor Manor Hall 
Road BN4 4ND AG Pratt 
Holberry Gardens S10 2FR q 
Short Ty Perilan LLIS 9NF M 


Bullock The Greenway HP10. 


BBX R Whittington School Lane 


rvin 


WN6 OTE N Brownlee Winston 
Place TD1 ZEL M Bell Shora 
Road BT22 2AP K Tennant Argyll 
Road Scotland G Duncan Scot- 
land Drive KY 12 7TW 5 Mahlane 
Hastings Road N11 2RJ M 
Franks Ladywood Road West 
Midlands R Judd Croxdale 
Terrace NET O0RR N Grantham 
Road CV1 2AX L Aims- 
HU W | K a rr 
Y Kin rey d 

Road BT4 2P A Storena fnoor 
Road 513 TTX 5 Houlet Sum- 
merlands Park Drive TÃ19 9BW | 
Muir Crofthead Drive Cramling- 
ton Northumberland M Kilner 
Heathcote Avenue ÁLIO ORH M 
Aldrin G n Avenue 5L1 
AO Greener Featherstone 
4NB G& Webster Church 
Road WA? 80H S Hogan Green 
Acre NG8 4DT P Tabor Fairview 
Grove WV71 1BZ P Sheppard 
Alstone Lane GL51 BJA 


DALEY'S 
SUPERTEST 
RESULTS 


Allright, smartibootsies. O'War 
an" all! Just you play Minion's 
dido > this issue. That'll teach 
ou. Fifty copies of Daley 
hompson's Supertest go wing- 
ing offto the following persons: 


NM Robinson Marks Road RM7 
TAF A Hulmes Mayfield Road 
WAIS 7SZ F Wedge Newhall 
Street W511 1AD G Taylor 
Hartlebury Way GL52 6YB C 
Roberts Swanmere Park SY12 
ONA H Evans Wennington Road 
PR9 FTN | King Foxyard Road 
DY4 8BH J Blakeston Sydney 
Grange HU3 35L J Prior Sutlej 
Road SE7 7DB M Hanney St 
Benedict Crescent CF4 4DQ 5 
Bowran Merden Avenue SOS 
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as | 


1EJ J Gomez St. Johns Avenue 


mostermanslaan 17 5737 The 
Netherlands R Brady Edward 
Road RM6 EGUH T Hardman 
Walter Street WA ITE T Barber 
lp Park NN3 4TB The 
jer Kingswood Road 163 
Pira Saunders Station Road 
563 7DG D Gray The Broadwa 
DY1 3EH 3 Gott Bracken Ban 
Grove BD22 786 D Maytum 
Mortimer Road BM& 9HP A 
Young Lothian Drive EH22 4EZK 
Enticott CH3 FTBA R kim 
Dunmore Street G63 OTX 
Knowles Winstree Road CMO 
BET R Norfolk Grays Close ST? 
3LU J Sims Laburnum Road UB3 
dJY J Aron Bruntwood Lane 5KB 
| 1HS | Billingham Meredith Road 
Sedgley J.G O'Brien Tamworth 
Lane CR4 1DH R Rock St Hughes 
Avenue HPij3 FIZ M Bodger 
Great Cambridge Road EN7 4DB 
P Redington Martin Grove SM4 
AJ CE Smith Southcoates 
Avenue HUS A4PP M Saver 
Stiencroft Road LS25 5AX A Cop 
Archers Ride Herts À Higgott 
Bedonwell Road DA? 5 D 
Gritz Cairn Court FY4 200 M 
Reeve Irverness Road N1B 2EE 
AJ Fairbairn Red Lonning CA28 
| poda a Eobileção Hilton Road G64 
| Eus Ascot Close CF5 5BE 
Rr Sds ailuaine Terrace AB3 
9PX C Brown Hafod Las Pencoed 
CF35 ENE A Macleod Macaulay 
Road PAB7 2HB J Woodall 





CRASH HOTLINE WRITE IN COUPON 


Please use block capitals and write clearly! 


PULL ELOS BLELE DE EIA in a 


E O MOR O RR RD O | 





2TP B Gavin Uppingham Road 


NwW10 SEE F Oattes Burg | LES 4DP 





CRASH QUIZ 
(ROBERT LEEDHAM 
COMP) 


Very nearly slipped through the 


Minion's Finely cast net this one. | 


The CRASH Towers mice have 
been eating it. Rs Pre can 
thank Rol ham for 
helping ai win a T Shirt and 
Vz5-worth of software. They 
are: Stephen Rutherford, 





LUDLOW, SHROPSHIRE 5Y8 1DB 


Staveloy Road HU9 4UA P| Robsiand Avenue, KA7 2RW: to be a whole new year. À trio of a F 
Orrock Pullgr Terrace PH1 2QFN | Colin Mather, Carlisle Close, | Wallies will start the year with a | a Tuck 19861 “o Voar Have 
Wilson Weekites GUY 2DB S| Dunstable, Beds and Martin | new CRASH T shirt and CRASH | 
| Lilley Raynham Crescent BD21 | Wakely, Orson Leys, CV225RF | ! hat each. They are: Jon Stewart, 
ESSA CASA SA E e AN oiee a 4 
| ADVENTURE CHART WRITE-IN COUPON My top five programs are: 
| Please use block capitals and write clearly! 
| | TITLE VOTE OUT OF TEN, 
4 
| oa cario co PAR CNE NTE TES SO PEÇO GR SAM PANDORA NM Ai = 
| 2 
DESESPERO SPEA 
tis 3 
postcode . 
| 4 
| Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 
| 


O DRM E SO DR O O RD SOR RO IR ST RO SRT RT O 


mood a an a a a a a a a O O RE 


on. ai, TUDO DR a SI SS A DD DR pc EE 


e ao ends ahh alho ends ndo nho eae o eh Si eae a a O a a E 


| Send your coupon to: CRASH HOTLINE, PO BOX 10, 
| LUDLOW, UE SYB 1DB 
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Three more people should be 
neariy-as-grateful to Uncle 
Robert, as they win a T Shirt 
Bach, 


Hewitt, Northmoor Way, BH20, 
4EG Harr | Maton, Leslie Park 
Road, CRO GTN and J À Mor- 


thanks to his Quiz: Nº) rison, Sceptre St, NE4 6PR 


WALLY QUESTIONNAIRE WINNERS 


Roseanne Archenfield Road, 
HRS 64Y: Tom Haigh, Newhall 
Olaha B76 BPH and Mark 

m, Brattray Drive, M24 


At last we've collated the results 
from the Wally Questionnaire 
wot was set a while ago. Lack of 
space prevented a smidgeon of 
the findings finding their way 
into this issue, but 1986 is going 











My top five favourite programs in descending order 
are: 


TITLE PRODUCER, 





al 
ci Dm E SE 















NEW SUPER SILVER FOR SPECTRUM — = 
dá CHIMERA 311 | THUNDERBIRDS MAIL ORDER 
sa name ol game, code numbeor and quantity required. Enclosa crogsed 
ds ida ron Mr as 


31á  CHICKIN CHASE 


MAIL ORDER: 


LONDON WC2H 988. “TFitrsameps redidRo 


WB WILLOW PATTERN 





49K Spectrum 


chronicles of The lano of farrlight 
1. à PRELUDE. The LiGNT REVvEaleo 


BY BO JANGEBORG 
(author of'The Artist 
“Maybe the game of the year!” 


Your Spectrum, November 1985 
“--» One ofthe most sophisticated games the spectrum has ever seen.” 


“one of the ten best programs ever made for the spectrum.” 
Popular Computing Weekly, October 1985, 


“++. the best arcade adventure of the year.” 
Your Spectrum, November 1985 


12/13 Henrietta Street, Covent Garden, London WC2E 8LH tel: 01-240 1422/7877 Telex: 8972279 
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TIS ALWAYS a difficult task summing up a year in 
q home computing. Even more difficult is to try and 
| predict what the coming twelve months might 
unigash upon us. | say unlgash because whatever 


never dull: the competition is ruthless, and it is 
peopled by the sort of mathematical genius who is 
| past his mental zenith at the age of twenty-five 
" Years, give or take a few million brain cells. 
The press and media are at a loss to explain why Britain, a rather 
insignificant and petty nation, should concern itself with such an 
exciting and blatantiy intellectual pastime. After all, isn't this a 
country in decline, a divided nation where the people viho read the 
lightweight newspapers await an answer to all the problems while 
the people who read the heavyweights are strugg ing hopelessly 
with the economic conundrums of interest rates and exc ange rates. 
Perhaps it's time to start thinking straight and Gon things which 
come rather more easily to nations not so schizophrenic. Buying 
your own country's isn'ta bad start. 

| remember when | was at school, and it wasn't all that long ago, 
much time in geography lessons would be spent lgarming about the 
manufacturing base of the British Isles, In Lancashire they had the 
cotton industry, in the coalfields of the Midlands and North they had 


electric power, sheep, and mineral mines. I'd give away a whola 
shelf-load of silly pencil-top gonks to sit in such a geography lesson 
now (just how many different breeds of sheep are there)? 

The House of Lorcis, by far the most coherent chamber as, despite 
the participants ages, they ara not honour-bound by political 
* | allegiance, stated Britain should look to the new technologies as 
| | herein lies the next revolution. Couldn't agree more, And so itwould 
| | seemto be with the public who went out and bought the Sinclair 
“Computers despite much in the press about the unreliability of the 
machines. Much was made of the lack of sound when everyone 
knew full well that Sinclair's competitors were caught in the no 
man's land between beeps and buzzes and the fuli-bodied melodies 
Of à synthesizer. The truth is the sound on these machines grinds 


blessed relief. | 

| read a local paper recenthy that put forward the reasons behind 
buying a microcomputer this Christmas. Quite rightly some of the 
points they raised included amount of software available, price, and 
| whether little Johnny's friends had the micro. lt was curious to find 
thearticle gd the BBC computer overthe Spectrum. Leime put 
this as bluntly as | can. The Spectrum microcomputer is a brilliant 
device both for learning BASIC etc. and for playing games. | own, or 
have owned, an Atari, a BBC, an Amstrad, and a C64 and all have 
| |50me major flaw in design, screen layout, add-on capability or 


EE E A pres é 
BREWS ER'S 
BREWSTER'S 


| available memory. What is more, the Spectrum was quite merrily 


“visions of the future, with the printless world, gigantic space 


else might be said aboutthe home games world, itis | 


steel, while in the mountains that divided these areas youhadhydro-. 


after a short time and the demure bleeps of the Spectrum comeasa | 


| Qwn are lar 
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computing away ong before the others and so has a quantity and 
breadth (and availability) of software which leaves the others 
looking nice in the shops. 

As for the OL, yes, the microdrives are unreliable, but we live in 
times where rapidly-developing technology must be offered at an 
affordable price, and who would be rudge Clive Sinclair when 
NASA's budgetry constraints had DIY men throughout the world 
laughing at some tiles which just wouldn't stick. 

And it's no use laughing at the C5 while you pollute the 
atmosphere in your heap of rusting junk whose technology has 
changed little since its inception. Arthur C Clarke's (and Daddy's) 


colonies, and the kind of mentality that goes with them, may notever 
be quite as anticipated, but there is no need for the cynical techno- 
fear as displayed in such media mishmashes as Tomorrow's Wo Fla 
and Micro Live, | suggest the first person who had the ludicrous idea 
of making ecionr more palatable in this dreadful manner go and 
write some techno-fear soap operas and leave the task to someone 
who is prepared to deal with the facts sensibly and reliably. 
Admittedly, this would remove any chance of political tampering | 
with the facts, but it is a political reality that the new technologiesare | 
coming whether we like it or not. Any nation which actually gets to 
grips with the technology as opposed to the “subject for discussion' 
will reap the undoubted rewards. 

1385 was notable for the demise of MSX. MSX was à good idea, 
making a range of machines between which software was fully 
compatible. The only problem was, there was already a great deal of 
compatibility between the Spectrums that everyone was buving in 
droves. The Spectrum has, and will, last longer than either myself or 
other commentators thought possible. | 

This year was notable for the ascalation in the tle-in battles with 
major film titles such as Gremlins, Rambo, View to a Kill and Never 
Ending Story gracing the computer store shelves. The advantage to 
these deals is the recognition a product gets through the public's 
familiarity with the concept and storyline. TV tie ins can be even 
more effective in terms of public awareness of the product. These 
thoughts lead me on to an area which, tome. has really made itself 
plain over the last year. 

The perceivable age of the home games playing market seems to 
have dropped steadily down through the teens to the point where 
anything beyond a platform game is seriously questioned in terms 
Of its likely viability in the market place. There's nothing inherently 
wrong or worrying about the spectre of a carry-cot Spectrum 
attachment with that all important fire button within reach of tiny | 
hands, It's just that one shudders to think what popular music there 
would be right now if it wasn't for the older listeners pulling the 
whole standard of music up by its bootstraps. lt is my guess that if 
the reading age of Sounds and NME fell by a fewy cars those who, on 
paper, would benefit by such a fall would loose interest in the whole 
ostensibly uplifting exercise. À 

And all this brings me back to adventuring (believe it or not). The 
demise of the intelligent, text-only, adventure epitomised by Level 
9's Snowball, and mourned in SIGNPOST, isa partofthis lowering of 
the intellectually exacting nature of computer games. In à nutshell, 
programs have become simpler, Utilities such as the Ouill and 
Hlustrator will continue to figure prominently in adventuring, and it 
doesn't take much of a jump to realise that they will be more | 
important in all games' dásign in the near future. In America the 
computer games market is older because the machines Americans 
er and more expensive, and more useful to the whole 
household. In Britain home computers are toys. lt remainsto be seen 
whether the market is going for the gutter or searching for the stars. 
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SWORDS 
AND SO- 
RCERY 


Producer: PSS 
Price: E9.95 


| Language: machine code 


Author: Mike Simpson 


| Some games are big because of 


large budgets, others because of 
large and prominent advertis- 


ing. And some games are big 


because they attempt some- 
thing new, and advance the 
limits of e df dg just that 
bit further. Swords and Sorcery 
is one of the games which has 
earmed a reputation solely on 


| the length oftime and concerted 


effort expended on its comple- 
tion. As with all ambitious pro- 
gramming efforis the date of 
completion was put back time 
and time again — but it hasn't 


surfaced at such a bad time, . 


being in sight of Christmas and 
those long winter evenings. 
Recently, complicated games 
haven't been given the recep- 
tion which was their due in the 


| early days of home computing. | 


think the reasons behind this are 
twofold. The first reason is the 


AVI NA VAR 
RAR 


> 


SDS 


AS 





way in which the home com- 
puter games market is becom- 
ing both broader and shallower 


as if the bubbling cauldron of 


energy and ideas that was this 


industry had run its course and | 
now lines up with all the other | 


consumables, stuck in the mud 


| of a silted up estuary. Reason 
two is the eAted ame of games | 
as 


players which ten right 
down through the teens to the 
point where anything greater 
than keeping a fire button 
depressed for five minutes is 
thought educationally over 
demanding. Now you might 
think, wouldn't all this be better 
placed in an editorial (and 
indeed, since | haven't written 


this month's, these very words | 


could reappear there vet) and 

not in a review. Well, ifthis game 

does not recoup in chart success 

all the man hours put into it this 

ad may seem just that 
it more interesting. 


k would seem every major | 


new project requires a buzz 
word, as if the computer games 
industry were out to create a 
subculture language all of its 
own. In this case S & 5 presents 
us with MIDAS where, for the 
very first time, the computer 
plays the part of your eyes much 
as the camera ptays the part of 
that geezer's eyes when he 
crashes that medics party in St. 
Elmo's Fire. You know the bit, 
he's dripping wet and she turns 
round and she ends up telling 
him how she just puts out the 
rubbish and things like everyone 
else. (Il hope the Ed doesn't 
delete this stuff — this is ve 

inventive writing): On the le 

side of the screen your view of 
the catacombs is smoothly ani- 
mated and does indeed give the 


| impression of a cartoon film. As 


You approach a chest or a bottle 
you seem to bounce up and 
down — just as vou do when 
walking on a street — and you 
can even jump: the room and 
objects before you fall and rise 
again as you land on your feet. 
The other characters and crea- 
tures you meet in the dungeon 
are also smoothly animated as 
they wander the corridors. 
There are treasure rooms to 
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plunder, caverns to explore and 
its to avoid. Failing to success- 
ully negotiate a pit results inthe 
walls ofthe pitwhizzing past you 
as you plummet to an early exit, 
The goal that transcends all 
others is the search for the four 
pare of the priceless Armour of 
ob, a Master Armourer who 
fashioned the masterpiece in 
distant reu 
On the right side of the screen 
is either displayed an aerial view 
of the quadrant you are in or a 
rather intimidatingly complica- 
ted set of labels and figures 
which flash up once combat has 


| begun. At the bottom of the 
| Screen is a revoiving sequence 


of options. Keys O and 8 revolve 
the options while key 9 chooses 
that option at the far left end of 
this strip. Flashing arrows indi- 
cate where movement is possi- 
ble and Vil doubt whether a 
single person could play this 
game and not come away with 
the impression that this arrange- 
ment is both awkward and 
clumsily designed. The truth is it 
doesn't quite work. 

In battle, momentary panic 
can set in followed quickly by 


THE WORM IN PARADISE 


The adventure that likes to say yes 


Pa 


“atthe bottom of the screen. 


| lously saved character, and New 
Character where you select a | 


| to improve its sword skills, or 


CEFENCE 


OF 
SA vaz! 
qi, * 

E Ê 
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frustration as the player strugg- 
les to get the right set of options 
flowing one after the other. But 
even when in a comparatively 
calm situation the clumsiness of 
this system is all too apparent, 


Take this attempt to get an obij-. 


ect from a chest where OPEN 
CHEST, GET SANDWICH, EAT 
SANDWICH would suffice in, 
say, The Hobbit. EXIT ACT, 
SMASH, CHEST,  HANDLE, 
TAKE OUT, CHEST, SANDWICH, 
HANDLE, ACT, EAT does the job 
inS &S here, which is not only 
ari a but, remember, involves 
all that revolving option palaver 

sim up the game you are 

resente 

efault Game which sees you 
take on the role of Flubbit the. 
Dull, a ready-made character 
with an uninspiring name, Load 
Game which restores a prev- 


name and training scheme for 
your character. This training 
scheme allows you 14 days to 
train with 12 masters and gives 
your character the opportunity 
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£9.95 on AMSTRAD, ATARI, BBC, CBM, MSX, SPECTRUM etc. 
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Availablo from Level 8 Computing, PO Box 39, Weston-super-Mare, Avon BS24 SUR. 
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with three options: | 
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perhaps its thievish abilities, eg 
picking locks. Forty dragons 
teeth is your budget for 
armoury. 4 

As with all complex subjects S 
& S has an authorative and full 
gecount of the world you will 
enter. To summarise all that is 
| Said therein would be a difficult 
task indeed. Perhaps a good way 
of showing what to expect is to 
give three E gd (which will 
probably remind many of D&D 
guide books): 

PELL — FIREBOLT: a smail 
blast of magical fire which will 
bum some of your foes. ft does 
about the same as a hefty sword 
blow (from an inexperienced 
swordsmanl, range — line of 


sight. 
SPELL — UN-POISON: this spell 
will neutralise any poisonous 
substance imbibed. ingested or 
infected into the user, prevent- 
(ing dt from doing any more 
damage [poison damage is 
spread over a period of timel, 
range — personal. 

MONSTER — MAGES: there are 
two sorts of mages, the lesser 











| 





visually identical and the greater 
| 15 recognised by the fact that he 
[uses more powerful spelis. 
Mages disdain hand-to-hand 


to keep their distance and cast 
spefis. Due to the fact that they 
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and greater varieties. They are 


combat and will always attempt 
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do not wear armour or carry 
much equipment they aiso 


move quite quickly. 
“You will notice the period of 
| time gi to poison noted in 
OIS 


the UN ON spell and this is 
a very sophisticated concept in 
this game. For this reason a 
close eye should be kept on your 
character's strength and spell 
senai whilst handling myster- 
ous objects. Some items you 
pick up will instil within vou 
tremendous ; | 
ability to deal with all but the 
deadliest of foes. On the darker 
side some arefacts will parasit- 
Ze your strength and negate 
our efforts, draining the very 
fe blood from your hapless 
character. 

Swords and Sorcery is a super 
attempt to bring the sheer depth 
of D&D to the computer screen. 
Rare for this type of game are 
the . impressive graphics and 
brilliant animation showing in 
the best way possible the exci- 


tement of exploring monster- 
filled dungeons. Considering 


the amount of time spent progr- 


amming it, and the high quality 


of the graphics, it is hard to 


| imagine many who wouldn't be 
prepared to invest the time in 
| getting to know how to play the 


game in order to delve deeper, 
cultivate their character and 
reap the rich rewards. 


wers and the. 











COMMENTS 





Difficulty: playing is hard to 
E qi 
Graphics: very good 
Crmentaiion: supor 
Input facility: revolving options 
| from larger menu 

General 


eneral rating: ambitious and 
outstanding addition to the 
games playing world 


Atmosphere 
Vocabulary 


Addict lity 
ddictive qualit 
Overall é 


SEAS OF. 
BLOOD 


Producer: Fighting 
Fantasy 

Price: £9.95 

Language: machine code 
Authors: Mike Woodroffe 
& Brian Howarth 
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Seas of Blood is a game fash- | 


ioned by big names from both 


“the Fantasy Game and Adven- 
| ture worids. From the role-play- 


ing, Fighting Fantasy book cor- 
ner come Steve Jackson and lan 


Livingstone, who wrote the. 


book of the same name. From 
the Adventure corner we have 
Mike Woodrofte and Brian 
Howarth who are the names 
behind Adventure Internation- 
al's impressive Robin of Sher- 
wood. Put them t er and 
vou could get something which 
might knock the spots off the 


opposition, or you might end up | 


with something just that bit 
smaller than either of these two 
giants. Read onto find out which 
Istrue... 

seas of Blood has been spec- 
Hically written to encomp: 
both the playability of the fig 
ing fantasy combat system and 
the problem solving of the 
adventure world. The game fea- 
tures over 300 locations, all with 
graphics, together with an anim- 


ated dice sequence that repre- | 


sents the fighting fantasy com- 
bat system. 

The city of Tak, at the northern 
end of the Inland Sea, is the 
greatest den of thieves, pirates 
cut-throats the civilised 
world has ever seen. In this city 
of scum there are many pirates 
infamous for their ruthless 
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prece daring raids and count- 


ess skirmishes with death. One | 


of these scoundrels is you, the 
captain of the pirate vessel 
Banshee. Together with vour 
band of seasoned cut-throats 
vou search for treasure around 
the Inland Sea which is the 
| vehicle of much of your explor- 
| ation. To be a successful pirate 
vou should locate and retrieve 
20 treasures and take them to 
the top of the mountain on 
Nippur at the southern end of 
the Inland Sea. Movement 
around this sea is achieved with 
the use of commands like SAIL 
| NORTH. Leaving and boarding 
| the ship is achiaved with SWIM 
| While at sea, with GO ASHORE 
| when adjacent to land, and GO 
BOAT when by another vessel. 
BOARD BENSHEE takes vou 
back onto your own vessel. 

This is one of those adven- 
tures where you could either say 
Tve seen all this before" or “this 
really has got a number of new 
features". The curious thing is 
| neither of these statements is 
incorrset fts just that the over- 
riding feeling is more in line with 
the “I've seen it all before" arg- 
ument, Yes folks this is yet ano- 
ther Brian Howarth implement- 
ation of a big idea. The reason | 
take this tone is not because it is 
necessarily a bad thing when a 
Je ada be takes on many 
such projects. No, not at all, it is 
only a bad thing when that pro- 
grammer keeps churning out 
the same string of programming 
faults so painstakingly picked 
over in this very column time 
and time again. When a prog- 
rammer stands still its bad news 
in an industry which never will. 
A glaring white background is 
bad enough (especially on a 


colour set which often needs 


resetting just to play the one 
 inconsiderate game — after all, 
how often do TV broadeasts 
Choose white as a background 
colour: send vour answers to 
Adventure International) but 
when it is constantly removed 
and Hashed up again as in this 


game it becomes irritating in the | 


extreme, 
Whenever something is pick- 
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ed up or dropped, or the ship 
you captain is moved along, the 


“whole screen is taken away and 
placed back up again. It is parti- 
cularly strange when you cho- 
ose to sail in a direction which is 


not permissible and the screen 
does its ridiculous flash routine. 

On the new features front the 
game can offer one or two sur- 


prises. The best of these is the | 


combat routine, This ties in with 
a status page that can be called 
up along with the inventory by 


pressing the letter |. On this page 


are you and your crew's vital 
statistics: Log, Provisions, Skill, 


Stamina, Crew Strike and Crew 
Strength. The number of days 


vou have spent on the vovag 
gre recorded under Log hão 
rovistons generally decrease 
accordingly as one provision 
can maintain a ship for one day 
at sea. Provisions are not used 


on shore and food can be found | 


under various guises as you go 
on a pirating way. 

Skill is your personal skillas a 
fighter and you will probably 


want to compare it to that of 


gs opponent in any hand-to- 
tand combat. lts value is impor- 
tant as during combat its figure 


shown on the two faces of dice 
which spin and stop before you, 
Your opponent's dice are stop- 
ped from spinning by the com- 
puter, while your dice spin until 
you chance your arm. The spin 
of the dice is shown by ve 

quickly cha nging figures as well 


in random sequences. 
Stamina will generally decre- 
ase as you are wounded during 
a bafile but hopefully not as 
quickly as peu opponent's who 
is seen off once his Stamina 
reaches zero. Crew Strike and 
Crew Strength are of greatest 
interest during ship-to-ship con- 
flict where Strike represents the 
attacking power of your crew 


while aboard the Banshee, and 


Crew Strength shows how the 
shipmates are holding up to the 
onslaught ofthe battle, 

Seas of Blood is a very enter- 
taining game but will not auto- 
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maticall 
turers, 


Sherwood. One obvious reason 


might be the lack of the kind of 


stunning graphics found in 


Fouchstones of Rhiannon as the 
“Skills of the artist Teoman lrmak 


were not available for this game. 


Another might be the less than . 
friendly vocabulary, or the lack | 
ING and 
AGAIN commands which bring 
a touch of class to adventure 
games (the À for AGAIN comm- 
have been very use- 
ful when sailing repeatedly in 


of the GET EVER 


and would 


the same direction). 

The problem is, Adventure 
International have set them- 
selves very high standards to 
maintain and we reviewers are 
easily digruntied. The plusses, 


like the combat system, are 


welcome additions — it's jus 


the minuses begin to jar a littlein 


this one. 





COMMENTS 


“Difficulty: difficult to get into but 
15 added to the random figure | tó Em, 
which is the sum of the values 


then easier 
Graphics: good 

[EE ation: white glares on 
colour TV (still) 
Input facility: verb/noun 
Response: reasonable 
General rating: aaaahh, Jim lad! 


Atmosphere 

Vocabulary 

A dietive que 
re quality 

Overall ny 





OF THE 
UNI- 
CORN 


Producer: Mikro-Gen 
Price: £14.95 


| Language: machine code 


Author: Mikro-Gen team 


| This latest game from Mikro- | 


Gen has a lot to live up to. has 
been hailed as the first Mikro- 
Plus game with an additional 
6K memory supplied via a 
piece of hardware which plugs 
into thê back of the Spectrum. 
This Mikro-Plus interface has a 
joystick port and so the game 
can be played with a joystick. 
This facility also allows copiesto 
be transferred to tape 
drive. Without a joystick the 
game plays well on a keyboard 
and on side two of the tape you 
receive with the game is a head 
alignment routine to ensure 


attract those adven- 
th experienced and 
novice, who delighted in the 
sheer slickness of Robin of 


| titerally not looking where he is | 


'"tions. Getting to a village, castle 


“that's it, you're on top of them, 


| they are an artefice of computer 
| memory. 
“shrink somewhat but only when | 


gomes design where Mikro-Gen | 


along Tolkien lines but, as in so 


copie | it; This game has only a Hlimsy 
Or Micro- | 


trouble free loading from your | 
tape recorder. | | 
Shadow of the Unicom is the 
first piece of software to be 
actually marketed with a hard- 
ware add-on (Psyclapse and 
Bandersnatch from the old 
Imagine team never saw the 
light of day). The surprising 
thing about the game is its 
conspicuous lack of the sort of 
mind-blowing features one 
might expect from such an inn- 
ovative breakthrough. The cele- 
brated Lord's of Midnight is now 
one and a half vears old and it 
must be a sad reflection on 
pecas aço when this game is 
ar inferior in terms of basic 
structure than that first Midnight 
game. o 
The fundamental flaw in Uni- 
corn is the curious state of aff- 
airs that has your character 
looking, say, south when he is. 
travelling west. The character is 















































going! Were this not strange 
enough there is an added comp- 
lication found when a character 
isina town or village. He may be 
mn a settlement but may only. 
know it for sure after looking 
through all four compass direc- 


or other distant object isn't as 
effective as in the true landscap- 
ing adventures, as, ignoring the 
virtually unchanging backdrop 
of distant mountains, you can 
only ses the terrain of the ad- 
jacent square next to you in the 
viewing direction, You don't fee! 
as if you are approaching them, | 
vou literally see them, you tum 
and move toward them and then 


whether it be a castle or a 
windmill. Compare this to Lords 
of Midnight where you could. 
aim for distant lakes and towers 
and you o agi see the point Em 

making. In these games you get 
the impression that the towers, 
keeps etc. actually exist whereas 
here it is onhy too obvious that 


- When considering 
some of the finer aspects of this | 
game, these flaws in design may 


games such as Lords of Mid- 

night and FRunestone have 

temporarily sli pres the mind. 
tis not only in the area of 


ame is 


large | 
is fashioned | 


ave me puzzled. The 
marketed with a (too 
booklet which 


many books and booklets that 
accompany adventures, falls 
somewhat short of the narrative 
powers of the great master him- | 
self. None but the final two 
chapters has any great relev 
ance to the computer program. 
You ie think that a game. 
which makes use of a new piece 
oftechnolo 


é would have a fine 
instruction 


klet. Not a bit of | 


sheet of card giving You a very 
short summary of the ny 
(much too short given the length 
of the book) and a few instruc- |. 
tions concerning the hardware. 
and its implications. | found on | 








“À severe attack of Úbivalry 
on à Moonlit night 
Dlie 48 Spertrume 29.95 


+ MINRUR Dias] Unit 15, The Western Centre, Bracknell, Berks. 0344 427317 





dá 





o E e : , E Ir. E SE “a so da do E na” to 
ea “EMT T481 oie £ > e = 25 RE E Aa ace E (a e eh rãs La Pr 
EUA Ele. fer Egito La 5 = d e (Ea pr od y A o T E “a : 
E dese lat ip ça! a do) SE é += (RO aa “ o É Tec go Cs ias air md 


o 


one occasion some difficulty in | 


finding out exactly how to save a 
game and ended up loosing it, 
much to my chagrin as | had put 
in a long session and had pro- 
gressed well. After the joystick 
controls (Left — Right for move- 
ment, Up to take or drop, Fireto 
fight, Down to turn view to the 
right) you get a rather plain list 
of the characters with 1) Mithu- 
lin, King of Oronfal, 2) Avarath, 


Wizard of the Zim-Faranid, and | 


3) Holdin, Captain of Falforn up 
to 10) Lairmath, another Captain 
of Falforn. Not all of these char- 
acters hold equal sway in the 
stormy lands of Falforn and the 
| royal lands of Orontal. The three 
main characters are Mithulin the 
king of the royal lands, Rolquin 
queen of the storm lands and 
Avarath the wizard who is dis- 
tinguished by his ability to fire- 
ball the irritating monkey-like 
figure who attacks characters 
wally-nilly throughout the entire 
course of the game (later rese- 
arch reveals this persistent ass- 
ailant to be a nalesh). 

Actually, while Em about-it, 
how about this tip for avoiding 
the pain in the neck nalesh. 
Because characters are safe unl- 
ess you select to move them 
(there is no real-time element or 


any urgency with the other char- | 


acters), and because the nalesh 


| always attacks from the side of | 
| the screen furthest from you, | 


RB COMMENTS 


across the screen. After only two | 


avoid the beast by quickly flick- 
ing between characters as you 
move vour chosen character 


or three flicks your character 
ends up being attacked by the 
nalesh from the wrong side of 
the screen leaving the character 
to peacefully leave the screen in 
the direction chosen and be 
ha ppily on his or her way. 
convenient way to take you 
through the logistics of this 
game is to look at the screen 


which retains the same format | 


throughout (and should be on 
this page somewhere unless the 
powers that be mix up the pic- 
tures as with Warords/Red 
Moon). At the top left is the 
name of the character you are 
using at that particular time, 
Next to this name is the location 
vou ate passing through which 


Sato is helpful enough to | 


Ocate your approximate posi- 
tion on the map supplied with 
the game (if you are following 
one of the paths, or you have 
entered a castle, this position 
can be verified accurately). 
Below the name of'the character 
presently playing is the com 
ass whose arrow does not 
indicate direction of travel but 
the viewing direction which only 
becomes the direction oftravel if 
you swing it around to lie left or 
night on the screen. The yellow 
| and red bars adjacent have var- 
iable lengths to represent gener- 
ally decreasing energy and 
(thanks to the aforementioned 
pain in the necks) increasing 
injury. Decreasing energy is 
reversed on eating at one of the 
magical berry bushes which can 
be puzzlingly sparse when you 





a 


Tiruk 


really need them, and no doubt 
there exists some spell to undo 
the harm of injury. To take no 
action with either injury or 
energy can result in a char- 


acters death, and loosing an | 
important character can see you | 


starting a new gar 


game. | 
The standard of graphics in | 


this game is rather puzzling 
given its added memory resour- 


| ces and its destiny as a mega- 
game. There are quite à number | 
of heavy-handed colour clashes 


and one piece of animation has 
the kin 
pated breakdance. One thing 
ucando is handittothe game 
or clever music effects; the 
music is in keeping with the 
game and is very tuneful indeed. 
Shadow of the Unicorn is a 
very good game by any stand- 
ards. kt is complex, has a story- 
line which is worth the consid- 
erable effort getting to know and 
vet is instantly and enjoyably 
layable. The tone of this review 
ias been F flat for one very 
significant reason; the game is 
costhy dueto the Mikro-Plus add- 
on necessary for the additional 
16K the game offers. Whats a 
Httle puzzling (even worrying) is 
pa where this extra memory 
as been allocated, as the 


improvements such additions 
might bring are not immediately 
apparent. 





Difficulty: the most difficult 
thing is reading the book 
Graphics: good, but not as 
might have been expected 
Presentation: simple and easy 
to get to terms with 

Input facility: perhaps could 
have done with some textual 
information 

General rating: good 


Atmosphere f 
Graphics 7 
Ex 

idictive Quality 7 
Overall Value 7 
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Producer: Taskset 
Price: £7.95 


Language: machine code 
Author: the Taskset 
Team 


Beyond the sun of Crenal lies the 
planet Megron. lts people were 
of genius IQ; they practised both 
the art of sorcery and that of 
science. However their quest for 
knowledge became a dangerous 
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obsession and they ventured 
into a realm of evil where they 
released the devastating power 
of Darkon. The pte live in 
terror. Will they the next to 
suffer the curse of Darkon? Only 
ou amd your faithful robotic 
end, Komputa can free the 
people from this tyrrany. But can 
OU succeêd where so many 
ave failed? 
Souls of Darkon is already in 
the shops on the Amstrad as | 


write, 50 whether or notyou'llbe | 
able to buy the game in the high | 


street is probably academic. The 
reasons for this game's accept- 
ance by the shops is quite obv- 
ious as soon as you load up. 
Taskset have successfully met 
their task of taking the adventure 
and tidying it up. Gone are the 
messy lists of endlessly scroll 
ing text and graphics. In their 
lace we have here a neatly 
boxed-off picture set on the 
lower left hand side of the 
screen. Above this is the loca 
tion description which does not 
budge an Inch throughout — 
quite an advantage over other 
adventures where vou are con- 
stantly wondering where you 
are. Framed by the static picture 
and location description is a 
scrolling area carrying your 
input and the program's res 
ponses. The text has been 
clearly and atmospherically 
designed, in fact, what with the 
stylised, cartoon-like graphics, 
the whole program reveals a 
novel appearance, 
ne minor irritation is Task 
set's inability to get to grips with 
the Spectrum's input routine 
(the Amstrad version works just 








fine). Even when you are care- 
fully typing the auto-repeat 
effect can catch you out with 
words like LO 000 Kendingup. 
on your scrolling list of past 
inputs (rather embarrassinaly, 
the input recorded is the exact 
word vou entered and not the 
word from the program's own 
word store). 

Another gripe is an error | 
which is common to many ad- 
venture instructions (Sorder- 
on's Shadow did the very same 
thing last month). The error | 
refer to is the habit of listing a 
so-called example of the vocab- 
ulary going beyond the simple 
verb/noun couplings only to 
find that the program's input 
routine can't handle such a long 
sentence, for example, in this 
case, ATTACK THE WOODMAN 
WITH THE LUNAR AXE is too 
long to be el dee Ac rious 
side effect of allowing the 
location description to remain 
on screen is the need for a LOOK 
command which tells vou what 
You can see, eg a ttle, a 
mushroom, along with the exits. 
The reason for this, presumably, 
is the restriction of space on the 
location description. kt may have | 
been better to have made the 
adventurer work for his/her 
information with a more intelli- 
gent LOOK/EXAMINE 
command, a 

Programming the DELETE key 
to act without the need of the 
CAPS SHIFT is a nice touch as is 
the list of words in the vocabu- 
lary which comes up onto the 
screen and stays there whileyou. 
try and match up some of the 
words from it. 


Adventure International brings you 


THE ULTIMATE IN GRAPHIC ADVENTURES 
FOR THOSE LONG WINTER NIGHTS... 


E Rosn 
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SAERWODDOD 


The Touchstones of Rhiannon 


———— — 


Leve Jackson and lan Livingstone 
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presented adventure and a 
welcome change at a time when 


adventure is Quilled. The 
 tartoon-style graphics are very 
effective and suit the game well, 





COMMENTS 


 Difficulty: easy to start, then the 
“usual brick wall 

Graphics: one colour— green — 
“but attractive 
Input facility: a little beyond 
| verb/noun 
| - fast 
General rating: some good 
features 


Atmosphere 
Vocabulary 


ic 
Adbctive Quality 
Overall 


Producer: Mastertronic 
Price: £1.99 
esp orla BASIC & 
machine code 
Author: Chris Newcombe 


The Quest for the Holy Grailmay 
seem a familiar title. For one 
thing, it was the name of a 
Monty Python film which form- 
| ed for itself a cult following. 
| Normally thrifty and reserved 
| persons would loose all poise 
and decorum and rush outto the 
nearest bookshop and buy the 
seriptto the film thereby causing 
the sort of arguments which 
raged throughout the land; who 





Cleese in the film) who says in a 
French accent (now thought es- 
sential in all TV comedies) ' 
empty my nose in your general 
direction” or something to that 
| effect. Now, | don't wish to be 
seen as a kill-joy, but this game 
leans rather heavily on the film 
and will now presumably sell 
more copies than when market- 
ed by Dream Software (under 
which company's banner it was 
| reviewed in the May 84 CRASH). 


implications after many a harm- 
less Star Trek derivative was 
forced from the market by over- 
bearing directives sent out by 
Paramount Pictures. 
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Souls of Darkon is a very well 


just about every mainstream 
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would play the geezer (John. 


So one must wonder atthe legal 


In a nutshell this game is a 
Hobbit look-alke. The differ- 
ences lie in its speed (it is written 


in BASIC and seems unnecess- 


ariby slow by today's standards), 
its simpler graphics, and its lack 
of real time. As in The Hobbit it 
often takes a key depression to 


scrollup the location description 


before you can start to input. 
You begin in a blacksmith's 
forge where you are at once 
confronted with 
which gives the game its dis- 
tinctive flavour and cult follow- 


ing. “You see — The nuclear 


powered lamp. À CND picket. 

e yellow/green spotted key. 
The CND picket is sitting next to 
the lamp chanting, We shall, we 


shall not be moved!!! When you | 


take the nuclear powered lamp 


the CND picket walks off in a | 
“huf. | 


Having said that this game 
looses out technically to The 
Hobbit it does in fact have many 
features to commend it. The use 


of the full gamut of Spectrum 


colours is noteworthy, both in 


pictures and borders and within | | 
the text. The problems, so often | | 


featured in adventure helplines, 
are ea entertainina and 
funny, and, as is always the case 
with problems pitched at justthe 


“right level of difficulty, they give 


a real buzz when finally solved. 
The Quest for the Holy Grailis 

an old program first marketed 

by Dream Software. lt had a cult 


“following in its old format due to 


Tts association with a very funny 


film and its own highly unusual 


and entertaining problems. 
What the game lacks in technical 
competence It compensates 
with supe 


ing price. 


COMMENTS 






Difficulty: easy 
Graphics: average 
Presentation: good 


Input facility: basically verb/ | 


Response: si 
| “slow 
General rating: good value 


Atmosphere 
Vocabulary 
ic 


Ablictivo li 
Overall ga 


e humour 





as a spacetrucker who must 


cabe Fr text and funny 
goings-on. Well worth the ask- 


LUDOIDS 


Producer: BugByte 

Price: £2.95 j 
Language: BASIC & 
machine code 

Author: Barry Thorne and 
James Dann 


Ludoids is a quadruplex adven- 
ture which means it comes in 
four parts. These parts are load- 
ed separately but are linked by 
the codewords left, in the first 
part for example, by a graffitti- 
inspired o who presumably 
has passe 

Inthe first partyou are disguised 


z? »N 


search a robot space-station, in 
the second you trans-mat down 
to the planet Glacia which is 
rather cold and has igloos and 
things, in the third you take a 
kind of Westworld holiday on 
the planet Vacatia, and in the 


fourth a submarine provides | 


vou with one or two problems. 

As you mig | 
above Ludoids is a curious 
adventure, Each part has full 
screen pictures at a number of 
locations, many of which are 
rather evocative and pleasing. A 
few of these pictures have 
simple animation such as clouds 
rolling by, a burger sliding out of 
a food dispenser on a tray and 
beacons flashing. The character 
set has been tastefully redefined 
being both futuristic and read- 


| able. k's a shame the whole lot, 


pictures and text scrolls off, but 
on the whole the game is attr- 
actively presented. What is rem- 
arkable is the short length of 
each part. This may be party 


due to the machine code intro- 
duction sequenctes which greet 


each mini-adventure, which are 


| as ia in themselves, but 


surely cannot explain the brevity 
of the adventures which follow. 
Your overall mission is to find 
the Ludoids and destroy their 
trans-mat jammers with the 
wrist detector given to you atthe 


| beginning. Many of the pictures, 
| like that of a 


inclair CS seen 
early on, are very impressive but 
the plot that links them together 
is flat-footed and it wouldn'ttake 


| if the codewords you need to 
| Carry on 


| anyone, | suppose you could say 
| it's the gourmet equivalent of 





this way before you. 





adventures. 

One of the most interesting 
parts of the game, and certainly 
the most difficult, is the gun duel 
in the western world of Vacatia. 
To draw your gun and then fire it 


| Tew efforts will no doubt see vou 
ht guess from the | | ' 





much from any adventurer to 
complete the whole four parts 
within one afternoon. It's not as 





























one part to | 
another create much of a chall-, 
enge, At the beginning of part 
two the following gem comes up 
onto the screen:- “If you found 
the key behind the desk you will 
have been able to find the code- 
word that you need”. The code- 
word for part three, hidden 
within part two, is somewhat 
obvious as it is highlighted by an | 
arrow leading from the word 
HINT. Since this adventure cle- 
arty won't take much solving by 


boil-in-the-bag for the adven- 
turer who is too busy to play 





with a different key is very diffi- 
cult in the split second allowed 
rou by your nent. Your first 


biting the dust. 

Ludoids is a curious piece of 
software as it comes in four 
parts, each ofwhich is very short 
and very easy. There are a num- 
ber of machine code routines to 
bring the adventure alive and 
there are many worthy pictures. 
kt is hard to see what attraction 
the game would offer to harden- 
ed adventurers but it may offer 
some entertainment for the 
adventure dabbler or the young 
at heart, 


COMMENTS 





Difficulty: easy 
2Graphics: rather good 


Presentation: good 
Input facility: a littte beyond 


verb/noun 
: fast 
General rating: unusual 


Atmosphere 
Vocabulary 
Ev qua 
Addictive qua 
Overall 
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Jenny Faállover in Herts says “In 
Mountairs of farias ogre 

kills me E ge Ineed 
to be ads to Th ogro savo 


[ENCRYPTION CORNER 
It's easuto spesk Brenisten! 


ENGLISH : ZRBCPEFGHIIKL 
| BRENISKR: RB COEFEHLINLM 
ENGLISH: MAOPGRSTINANRO 


— [oReNseR NOPQRSTU 


BEYOND SLIP 
BEHIND 


Dear Derek 

Having finished Sorderon's 

Shadow before you even 

“Eta Lat ep 
ts existençe 

ho November issue of ? 

CRASH, woe feel that we deserve 

some recognition. 


nio abi pad piada | 
te ay. usua 
high quality da seg from 
Beyond and “of 
text. Most of the robiems are 


appears to be a lot ofuseless 
items lying around that are no 
use at all and often cannot be 
taken or used. There are also 
nani Joe atónio orarmait onto 
texist, these take 
tha form of pits are vrindimilio 
deita ale Ein 


rally whole groups 
them aeb which 
em an absurd 
crawl. 
tro mei resting at 
night (which causes the moon 
to scoot across tha. Screen — a 
feature that kept us amused 
ip | throughout) and not by eatin 
E: — Resta het eo ada 
cai SR AR many of which don't 
li EEE dando po op ia | move and others o WINich are” 
RES LA Safina a “pointless, The cryptic clues you 
ano gotthekey, but can you tell receive as the game unioldsare 
often parodies of the outline of 
“tasks set out in the booklet., 
“* However, some are more 
taxing. 
The game is gem | 
pur coma ade type sk 
ir wuith, to follow 
che guide at the end to 
: coa ir to 
escape. The SAVE facility i isas 
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Mail Order: gene gr Floor, Lector Court, 151 Fartngdoni Road, London ECIR3AD. 
Price £3.95 inc, P&P. Cheques/POs payable to Beyond. Credit cards call 01-837 2899. 





A THOUSAND POUNDS WORTH 


OF GOODIES UP FOR GRABS 





THE COMPETITION WHICH REACHES É 





OTHER MAGAZINES DAREN'T PRINT! É 





E 


Courtesy of Andrew Hewson's Camerawork, we have a picture of 
two evil programming types to put in a mini Rogues' Gallery on this 
page. The Art Department, in a fairiy typically vicious mood, took a 
scalpel to the mugshots, snipped them into little tiny pieces and then 
selected nine segments to stick down across the way. Over there, on 
that page to my right. Gottem? Good. Now get back to reading this 













On fe rig Is à grid, which ones to the layout of the nine little hits « 
e printed above. AH you've got to do is decide which bit of photo bele 
vi cm aa" ni na as 
O ME e PESOS ENIO NTE “PO OR IO URSO CARO 
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PARTS OF PROGRAMMERS THAT-<f 
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i 
you reckon you're super brillwhen itcomes to identifying people D+ 
from a tiny fragment of ear or a bijou piecette of chin, then you're | 
bound to score in this competition. Even if you're not the Hercule : 
Poirot of photofit, you can always steal the family magnifying glass E 
and spend an afternoon poring over the ugly mugshots on this page 
“«- Could prove lucrative. 


Thirty lucky winner types will receive à Hewson Spectrum Goodie DD) 
Bag containing the CRASH SMASHED (lt's that Kidd fellow you 
know, he insists | use that term — COMP MINION) DRAGONTORLC, 
LEGEND OF AVALON and TECHNICIAN TED. And just because = o 
SOUTHERN BELLE (84%) and ASTRO CLONE (88%) weren't q 
Smashes, doesn't mean you don't want them, now does it? So you «28 
could get them too, in the prize package, which is worth a few 
pennies short of forty quid. You could be the envy ofyour friends. Al Do 
vou've got to do is decide how the nine littte bits of programmer 

hoto reproduced over there match up to the big photos of Steve DD 
Turner and Andy Braybrook over here. Ro 

The scalpel wielding fiend up in Art who dreamt this little number 
up has been very careful, you will notice, to avoid including teli-tale 
bits like moustaches and glasses in the nine segments. So get your 
thinking caps on, and pencils out, 





| 
| | 
psp! 
|| | | 
| Na eee! 

















= 

H | [ ; 
] ne d 

! , 
| y | 

h - 

pi 

G 

1 
f 
| 


E o - < e : í 
= a ls : E ud . 











PROGRAMMER 


PHOTOFIT AND 





WIN, WIN, WIN 
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worth nearly £40 each. 









THIRTY HEWSON CHRISTMAS GOODIE BAGS TO BE 


Containing no less than three CRASH SMASHES, and 


PLAY PROGRAMMER PHOTOFIT AND WIN, WIN, WIN 
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AND THEN THERE IS 
LEGLESS O'DONNELL ... 


Roger Kean (on loan from ZZAP!) pokes 
about into an enigmatic mystery at Hewson 
Consultants that involves a drunken report- 
er, a faithful waggy-tail dog, a beautiful girl 
and her uncile, a professor of ancient antiqu- 


ities. 


Heveryou thought thatwriting a 
computer game today is à 
simple matter of getting out 
vour compiler and squeszing 
some BASIC into a 42K pint pot 
of code, then a visit to Hewson 
Consultants might be salutory. 
For tucked away inside their 
inear to) Abingdon offices in 
Uxfordshire is a programmer by 
the name of Mark Goodall who 
5 deeply engrossed in the myst- 
eryofthe Sphinx. At least he is at 
the moment, for Sphinx is the 
working title of a forthcoming 
Hewson Consultants graphic 
adventure. By the time of its 
retease — some six months 
away vet — its name will un- 
doubtedly have changed, the 
reasons for which, Mark 
explains: 

kt was originally set in Eavpt 
— we started offwith this idea of 
Egypt being a fruitful inspir- 
ational area — but |5 now set in 
South America party because 
Egypt has been done to death as 
tar as mystery is concerned and 
with this game it's the mystery 
that we were looking for. 

Another six months may 
seem like a long time, but Mark 
has already put hundreds of 
hours in, and what | was able to 
see was largely created as a 


Pe 


demo in his purpose built 
graphics designer/editor. This 
amazing piece of sofiware 
underlines Mark's skills as a util- 
ities designer, something he has 
been doing in-house for Andrew 
Hewson r a while. now. 
Sphinx, however, Is his first ever 
game program. 

Andrew Hewson: This project 
has been up in the air since 
Christmas when we kicked 
around a lot of ideas and grad- 
uvally we pulled together what 
we were aiming for. Mark's writ- 
ten a lot of background soft- 
ware, there's been a great deal 
of talking, so once we get the 
idea night we'll be able to turn 
out several games in a series 















quite quickly. This is the turning 
int now, where the actual 
rmat is worked out and we've 
got the utilities worked out and 
we've got everything worked 
out except the sound generator. 
The graphics are important 
because obviously its the 
arepnie that have to transfer 
the impact of the game to the 
pla er. 
hat's happening now is that 
we're getting the storyline 
together. We've got somebody 
working on the script and he has 
a brief to write 10,000 words on 
it. He uses phases like 'literary 
induction' which we were very 
impressed with. ls a tremen- 
dous script. He also provided us 
with the idea to have a separate 
motivation for each of the char- 
acters so for instance the repor- 
ter is there to make money to 
finance his drinking! H's a multi- 
character game, something like 
9c00by Do the cartoon, where 
four people in some sense work 
together to finish the job. The 
individual characters are imp- 
ortant. The team consists of 
Daphne, the whimsical female 
who screams and runs away 
from everything. She's very slim 
and elegant so she can nip into 
tight corners and she is the one 
whose family is cursed and it is 
the curse that they are trying to 
release. Then there is Legless 
OU Donnell, the drunken reporter 
who is fat, heavy and gets drunk. 
He's the strong one but if you let 
him get drunk he becomes un- 
manageable, frashman's done 
that and its the same sort of 
philosophy. 5pot is the dog and 
vou can play his character too. 


He's the one used for frightening 
away the pas bones that come 
and get you. Finally, there's the 
archacologist who is an upright 
sort who can't do anything use- 
ful except that when he sees a 
hisroglyphic he goes up and 
reads it. 

Mark Goodall takes up the 
story as he shows me not only 
the animated characters and 
their 3-dimensional  environ- 
ment, but also how the graphics 
editor works, scrolling pre- 
designed building blocks 
through four selection windows, 
while a cursor allows him to 
drop them in the top display 
area wherever he chooses. 
'Obviously the characters can 
onhy do what comes most nat 
ural to them, as with the dog he 
is terribly good at digging, and 
by kicking great piles of sand 
around its possible to retrieve 
some important item like a chain 
ora bone — but he won't be able 
to do anything with it. If it's a 
question of using key na lock, 
when that's needed you change 


control over to another char 
acter. Similarky, you can use the 
reporter to lift heavy objects up, 
the archaeologist to read ins- 
criptions and so on. l's parily 
fun, parthy mystery and partly 
just watching the graphics. 



















We've tried to introduce a 
horror element to the graphics. 
The way they've turned out they 
tend to be ultra-realistic so the 
actual design of the game gives 
the possibility of horror inherent 
within the idea of realism. So, if 
we can make a player believe 
that they are that character then 
if we have some horrible thing 
emerging from a wall or a 
mumnmy suddenly shooting out, 
getting hold of somebody and 
npping his arms off and throw 
ng bits of body everywhere, 
then that is going to make more 
impact on the player. 

ark's relish at the thought of 
this kind of mayhem is mitigated 
somemhat by his obviously 
honest face, but Andrew hurries 
the subject on by tellina me that 
the Key phrase” to the game is 
Iittered plain”. Each level in the 
game (there may be mar) can 
in theory be virtually infinite in 
size. This would obviously make 
tunplayable, so Mark is aiming 
to have spacious open areas, 
and then claustrophobic spaces. 
Within the | Egyptian/Aztec 
temple areas where the action 
will take place, they have literal- 
y Iittered the playing plain with 
buildings, walls, jars, and other 
appropriately archaeological 
artifacts. Among them statues 
which, since they are construct- 
ed along identical lines to the 
playing characters, can be 
brought to life in an instant, 
using the same animation rout- 
mes as the main characters and 
lherefore eating up no memory 
— 8 touch of Mark's horror”. 

“The system we're using is so 
Hexible it's hopeful that we can 
proportion out these claustro- 
ses parts and open out some 
mcations and then close them 
down again, so if you were 
going down wells or holes we 
perhaps could get lots of 
contrast.' 

All of this is seen in 3D from a 
bird's eye point of view, the 





a 4 h 


Some ofthe graphics we may expect to see in the finished 


qe, including the archaeol 
pot the dog and some useful 
something nasty ... 


Mark Goodall's graphics designer/editor s 





em, here 
shows various units of pre-designed wall (lower part of 
screen), which can be cursor-driven and placed in the 
scrolling display area at the top, thus allowing the 
building up of a vast 'littered plain”. 


st's beautHul da ughter, 
jars that may contain 









problems of which Mark is pres- 
ently coping with. “There's so 
many ways of approaching the 
problem. For example here 
we've got a forty-five degree 
angle as a perspective angle for 
these objects. Now it turns out 
that the implications of that are 
rather awkward and I'll have to 
change it to a twenty-two and a 
half degree angle of perspective 
and there are so many problems 
like this which need to be 
chewed over. 

- Ásthe characters move about, 
np pass behind objects and 
buildings, so all the moving 
graphics have to be masked cor- 
recthy to make it appear as 
though they really are passing 
behind something, and thereare 
quite a few moving characters, 
and on top of that, the screen 
serolls about all over the place. 
tis actually quite difficult, says 
Mark. We've finally solved the 
problems now but keeping the 
speed up is very difficult and 
requires some very peculiar bits 
of coding which | spent most of 
last ndo À trying to sort out to 
make sure it is fast. Also you're 
moving quite a large area of the 
screen here as well. The actual 
area of the screens is very large 
and with all this it's obviously 
quite a challenge. 

Writing amy computer game 
with this complexity of graphics 
and character interaction is a 
challenge, but as one of the new 
generation of Hewson program- 
mers, Mark Goodall seems 
cheerful enough at the daunting 
Prospect, ária f, through the 
strains of work, he ever feels in 
need of some convivial drinking 
a di there's always Leg- 
less U'Donnell... 


Hewson Consultants' Sobinx tor 
whatever it's finished title will 
be) should be available round 
May to June — more detail 
when we have it. 

ROGER (ON LOAN) KEAN 
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fillthat CRASH Gap. .... 


3 April 84 
“4 May 84 
5 June B4 

— 10 November 84 


16 May 85 


€ 'Missile Command' games € Living Guide € Sinclair Talks € Code Name Mat 


€ The Quill utility & Graphics utilities € Microdrive & 'Pengo' games & Living Guide 


& New Generation (O Jet Set Willy Map € Panic games 6 Alphacom printer 
& Battl efieid Joystick — comparisons 8 Deus Ex Machina 


O Sports simulations roundup € Sinclair Story 2 € Firebird O Incentive O Light Magic graphics 


utility O music utilíties € Underwuride Map 1 6 Brucelee map & Sabre WulfMap € Everyone's A 


17 June 85 


Wally Map 6 Artist: Godfrey Dowson 


AE TE ESET ST ENE PISSa 36 KnightlLoreMapid 


Underwuride Map 2 6 Tape to Microdrive 6 Leonardo graphics utility & Datel sound sampler & 


Artist: David Thorpe 
18 July 1985 


OGremlin Graphics profileGArtist Bob WakelinGSinciair TVO Tape MagazinesOLeonardo utility 


part two CRASHBACK looks again at games in Issue B6Gyron map oí AtriumBModems round. 


19 August 1985 


up GAnd the cover that had the Jehova's Jumping! 


WITHOUT PAGES 123, 124, 125 and 126. WITH: GCRL Profile&Pull out Olipóster — Fighting 


SpectrumôBMirrorsoft ProfileBInside the Timex 20686Round Up of BASIC Compilers6On the 


20 Sentember 1985 


Cover Artist Rich ShenfieldeMaps of Dynamite Dan and 5 
GALIEN 8 and DUN DARACH maps GElectronic Pencil Company Profile Part Two of BA SIC 


Compilers Round-upf&The 64K SpectrumBDesign Design Autoprofite, Part 18Rod Cousens 


interview 
Issue 21 October 1985 


GPreviews of Mars port, Astroclone, Elite and Scooby Doo GNODES OF YESOD map 


BHolografix profile — how to make a Hologram GCrashtionnaire analysis GPlatinum 


Productions profile 
2? November 1985 


in the NICHE and part 2 of the fast storage feature8Susan Rowe |s On The Cover6 An inside look 
at Fantasy Gamebooks 6 Early looks at Robot Messiah, Tau Ceti and Zoids 


23 December 1985 


—=+ = 


Visit to Melbourne House&Minson goes Surfing6The Design Design autoprofile endsO 


Computer graphics feature — On The Cover is Dave Beeson from Central TVOScary cover and 
“cary Preview of Friday 13th6More previews, comps and tips 


Back issues are going fast — better get your orders in quick. K's 

probably worth telephoning if you want to order early issues, as 

we're ing short. And you missed lssue 19, we can now com- 
lete the gap in your collection with a trimmed down version, which 
as a tasteful sticker added to the front cover announcing the fact! 


BACK NUMBERS SPECIAL OFFERS 
& Any three or four issues ordered at the same time — 40p off total 
& Five or more issues ordered at the same time — 20p 0H each item. 


PRICES 

GALL BACK ISSUES NOW £1.20 including P&P, 
ENVELOPE, STAMP, and loving care from Auntie 
Fran, Famous CRASH Back Issue Personage 
GÓverseas orders; £2.00 per magazine 


(they cost a fortune to send) 
GSpecial Offer discounts still apply, so get in quick! 
Name ooo o e need e Ed EE ao ERERRREEaDE 


Address..... 


ici ido RR 


Ed DADA DDR RARE DO FERE LEDLEITANAIELA MA DAE 


Post Code...... ess 
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6 | would like to order the following issues: 


Please tick the box next to the issue numbers that you want: 
03 014015010 016 017 018 019 0120 0129 [122 [123 


Number of issues ordered 


Less discount if applicable 


Total cost £ ea 


| enclose a Cheque or Postal Order for the TOTAL 





DO NOT pay in cash — cheques or postal order only please, made 
payable to SH MICRO. Please don't include any mail order 
pepreta with general post for editorial, competition entries etc as ft 
will almost certainly cause delays. Include your phone number, if 
possible so Aggie can sort out problems quickly. Send orders to the 
address below. Thank you. End of Public Service announcement.... 


BACK NUMBERS 


CRASH MAGAZINE, PO BOX 10, LUDLOW 
SHROPSHIRE 5Y8 1DB 
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hs Limited Anck Road Aldridge ds Telephone (09 39024 SPETEL O 





ARENA 

Following the recent death in 
combat pf the pro VOUS ch ampion 
VOU have 

represent Endend in the Arena, 
lhe 21st Century's warground 
mave vou the Skill ana application 
LO prove yourself a champion? 


avalais for: 


AMSTRAD CPC464 


£9.99 


Available from all good software shops. 
in case of difficulty write to: 
MolisiMo say 


Liberty House, 222 Regent Street, London Wi1R ZDB 








AUSTER-| 






LITZ 


| Producer: Lothiorien 
| Retail price: £9.95 


Imagine a cold December morn- 
ing in 1807, Around 150,000 men 
are gathered on the field of 
battle before some of the most 
powerful leaders of Europe — 
and vou have Musteritz, Loth- 


| orien's successor to Waterloo in | 


their solo Warmaster series. 

| The packaging for Austerlitz is 
the same “video case” affair that 

raced their previous effort. 


nside the beautiful case, there's | | 


the usual manual and cassette. | 
"was given photostats of the 
manual pages, as the finished 
booklet has not yet gone to print. 
However, as with Waterloo, the 


finished instructions will be in a | 


slim, glossy AS size booklet. In 
fact, much of the layout and text 
has been lifted from the prev- 
ious game, as both use the same 
rules system. : 

The manual provides all the 
details on the mechanics of play, 
historical notes to accompany 
| the game itself and character 
| sketches of Napoleon's Corps 
Commanders (a brilliant idea 


which unfortunately couldn't be. 


incorporated in Waterloo). Al 
the instructions are clear and 
concise and within minutes of 
reading them you should be 
“ ableto begin the game. | 

Austerlitz has three levels of 
difficulty. The first is a training 
level to allow you to become 
accustomed to the game. If you 
are familiar with the system (as | 
was after playing Waterloo for 
ages), this level fails to provide 
serious competition. However, 
do not under-estimate the diffi- 
| culty of other levels. The second 
| 15 the standard game which 
takes some time to achieve a 


good result on, but the third | 
alters some of the setup condi-| 
tions pertaining to the efficiency | 
of the Austro-Russian forces | 
(otherwise known as the com-| 


puter), in order to create a very 
difficult situation for the French. 


Once the game level has been | 











After last month's little mistakette 
(something to do with the way in which 
Leprechaun was spelt), we'll keep the 
introduction brief. Over to you, Sean 
Masterson... 


selected, the battlefield is dis- | 


layed. This is approximately 

Jur times the size of the screen 
display and can be viewed by 
scrolling with the cursor keys 
making use of a scrolling rout- 
ine that would grace many an 
arcade game, at that). The play- 
er's units (French) are displayed 
in blue whilst the Austro- 
Russians are shown in vellow. 
Terrain features are simply, but 
adequately defined and the only 





new feature is the frozen lake — | 


a nasty affair which should be 
avoided at all costs (unless you 
can force the enemy onto it). 
Many of the other details of 
the game come directly from its 
predecessor; infantry and caval- 
ry actions only; terrain effects 
on movement; unit display and 
movement and combat proce- 
dure. Units are displayed as 
character blocks with crossed 
swords for cavalry and a rifle for 





The enemy 's forces gather on the right oFfthe screen. Never 


mind the quantity though, what about the quality? 
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| fighting was downto his 


| and” but 
wounded 34 times in combat”. 





infantry. Whether or not they are |º 
Commanders is also shown, às 
is the Corps they belong to. | 
desired, unit strength and 
morale may be shown (although 
strength only is revealed for 
enemy units). Combat is auto- 
matic, given that one or more 
units have entered an enemy 
zone of control lone adijacent 
character block on any irado 
from an enemy unit). 

One of the interesting ideas 
employed in the game is the use 
of limited intelligence. This is to 
simulate the earhy mists that 
clung to the battlefield on that 
December morning and added 
so much confuston to the battle- 
field. After the first turn, onhy 
those units spotted by your 
advanced units or those encoun- 
tered before combat, are revea- 
led. Otherwise, during the com- 
puters turn, “blank squares' 
may be seen to begin to move to 
simulate partial awareness of. 
the  Austro-Russian dispost | 
tions. Otherwise, you're in the 
dark, 

Game tums consist of giving 
orders to all your units and then 
entering them in one command, 
to the computer. Before entering 
your | command sequence, 
moves for any unit may be 
changed at will. French move- 
ment and combat sequences 
follow, after which the compu- 
ter's turn takes place using the 


| Same format, lts during your 


movement phase that verious 
Corps commanders may offer 
alternative courses of action. 
indeed it may be the case that 


| they are more fully aware of the 


situation in that area than you, 
and to begin with, their advice is 
extremely useful, In more soph- 
isticated games, however, be 
sure to read the character sket- 
ches from the manual. Ôn one 
occasion, a -commander who 
had been involved in Ve heavy 

ast five 
hundred men when he sugges- 
ted that rather than retreat to a 
nearby hill, as | had ordered, he 
could intercept a 6,000 man inf- 
antry unit. On checking the 
notes, they referred to him as 
'incapable of individual comm: 
'personally brave: 


The game looks almost ident- 





ical to its predecessor and its 
Besthetic feature are deliberate- 
y 50. But as with all good war- 
games, the subtleties of the 
game are vastly different.Mus 
terittz plays well and makes an 
excellent addition to Waterloo. 
This is another goodie. Get it 
when you can. 


PRESENTATION 90% 
 Upto the standard now 
expected of the 
Warmaster series 
RULES 87% 

The character sketches 
are an excellent addition 
to an already superb set 
ofrules . 

PLAYABILITY 87% 

Very user friendly 
GRÁPHICS 92% 

Uncluttered, appealing 
displa 
AUTHENTICITY 90% 

An excellent simulation 
VALUE FOR MONEY 95% 

Hardly a byte of unused 

code 

OVERALL 93% 

Character sketches and 
limited intelligence make 
this better than Waterlvo. 
lfLothlorien keep going 
like this, my ratings will 
not be able to do them 
justice 
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THE EVIL 
CROWN 


Producer: Mind Games 
(Argus Press Software) 


Retail price; £9.99 


| This one player game is allabout 


running a Barony in feudal 
medieval England. lt's an icon 
driven game which allows the 
modification of various factors 
surrounding the running of your 
estate. Apart from the now 
tashionable use of icons, the 
game employs some animated 
Sequentes (to depict battles and 
revolts) and a redesigned char- 
acter set adds atmosphere to the 
game. 

The main screen is split into 
two halves. On the left is an 
overhead view of the fields 
worked on by the peasantry. The 
cultivated areas are shown in 
blue, over the forest region. If 
the harvests are not too good, 
it's possible to select new areas 
for farming, using an arrow 
cursor. To the right of the screen 
are nine main icons which allow 
you to alter the tax rate, alter the 
toll rate Tor passing traders; pay 
scutage to the king (to avoid 
having to send your militia into 


battle for him): modify the size | 


of the militia; give food hand 


|" outs (ifthe peasants are particu- 


larly poor); spend money on 
tournaments; check your prog- 
ress; continue to the next stage 
ofthe game and quit. 


“Available from W H Smith and all good software dealers 
or direct from Cases Computer Simulations Ltd, | 
ondon SE3 7TL. Tel: 01:858 076 


q +£9.95 inc. 


ME |. pi 














Cultivated and is displayed on the left of the sereen, while 
game icons allow you to reach other parts... 


Al of these icons are well 
defined and responsive to com- 
imands. The idea is that from the 


| firstyear (1156), the estate has to 


be managed in yearly turns. By 
maintaining the right balance of 


| taxes and forces and proving 


yourself in the annual tourma- 
ments. The main strategy part of 
the game takes place in the first 
part of the game where the allo- 
cation of available resources is 

lanned, The option to continue 
15 then selected. 

The first part of this section 
shows a repetitive sequence Of 
animals wandering through the 
forest. The more creatures, the 
less efficient the use of labour 
and land. À 'go away icon all- 
ows the scene to change to the 
tournament sequence. This is 
the only part of the game that 
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requires physical dexterity. The 
player takes part in a joust, and 


| the top half of the screen dis- 


plays the riders approaching 
gach other. The bottom half has 
the jousting score on the left, | 
and a view of the oncoming 
knight on the right. The cursor 
now becomes the point of a 
lance, itself madeto move jerkily 
to simulate the effects of the 
galloping horse. By the time the 
two riders meet in the centre of 
the screen, the point of the lance 


| must have been guided into a | 


position that will result ina strike | 
against the opponent. Enough 
successful pra and the tour- 
namentwill be won. This section 
is particularly difficult to master, 
ver, So practice will be 
necessary. 
Whatever the outcome of the 
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tournament, the next stage of' 


the game deals with any battles 
and/or revolts by the peasantry 
that have to be resolved, Ano- 
ther option, to pay the militia for 
their participation im these 
events, is provided, A simplified 
graphic sequence showing a 
couple of figures in combat 15 
used to convey the result, The 
colour of the figures also reflects 
how large the battle is. Assum- 
ing you are not totally defeated 


Having said that, eventually 
the game mechanies become 
clear (before frustration with the 
game has mount too high) and 
enjoyment cam be got from the 
different extremes of game type 
= dação throughout the turn 
— from the rather exploratory 
nature of choosing new land for 
cultivation to the  deadly 
sequence in the tournament 
section, The game could have 
been a lot better, however, had it 


The deadly jousting sequence commences. Note the window 
to the bottom right where pour lance's position [5 


controlhed. 






at this point, the next screen 
shows the harvest result. The 
greater the harvest the more 
efficient the labour force and use 
of land, Random elements like 
the effects of weather are acc- 
ounted for by animated clouds 
covering the sun. H all is well at 
this point, the game progresses 
to the next year. 

In some ways, the instructions 
to the 
saying that icons would be high- 
| lighted when they were not, and 
they failed to explain the joust- 
ing display, Moreover, the act- 
ual quantities of money used in 
various aspects of the game 
were simply left as abstract units 
without any quidance as to what 
those units were actually cal- 
culated in, 


ame were misleading, | 


explained the consequentes of 
your actions. Às it stands, you 
are left somewhat in the dark 
when it comes to deciding on a 
strategy for play. HW you can 
handle the initial ambiguities, 
this could provide a stimulating 
and entertaining change trom 
the conventional wargame. 


PRESENTATION 78% 

Good use of icons with the 
exception that they are not 
highlighted as they should be 
for extra clarity 

RULES 70% 

Reasonable. Notes on the 
consequences of particular 
strategy would have been 
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welcomed 

PLAYABILITY 79% 

With or without a joystick, the 
game is responsive and 
adequately designed for the 
beginner 

GRAPHICS 80% 

Some clever touches, marred 
shoghthy by occasional lickering 
AUTHENTICITY 63% 

By no means a historical 
simulation but responds well to 
decisions made during the 
game 


| VALUE FOR MONEY 75% 


The game's structure hides a 
complexity that should lead to 
many hours” enjoyable play 
OVERALL 77% 

Not without its faults but a 
pleasanthy different and thought 





Dear Sean, 

| read your comments on the 
morahty of wargaming with 
interest. Regarding your closing 


statement, when playing Thea- 
tre Europe on a friend's Comm- 
odore, our original strategy 
would be to use biological or 
nuclear weapons on enemy ci- 
tias. After a couple of games, 
however, we found that this 
would always be met with sim- 


ilar retaliation from the enemy | 


and consequentiy, led to the 
destruction of our cities. Next, 


| we tried using missiles on 





| resupp 


| combat effectiveness. 


* | tives should have a direct eHect 


enemy units. The hope was that 
we could then win on the str- 
ength of numbers, as the com- 


puter would always send miss- | 


les back againstour cities. | 

In the game, a city meant less 
to us than a unit consisting of 
only 1,000 men. Eventually, this 
war was ended in the same way 
as all the others — all out nuclear 
contlict. The onhy way we could 


| come close to winning was to | 


play a non nuclesr scenario, 
confined to a small area of West 
Germany, and involving relativ- 
ely Inttle loss of life. CND have 
protested to PSS about the 
game but | agree that such 
games actually 
pacifism. 

JPL — No address given. 
interesting. The fact that the 
game you discuss is on another 
machine Is, of course, irrelevant 
to the argument. However, 
mile it's reassuring to find like 
minded people regarding this 
subject, no wargame is perfect. 
The apocalyotic outcome of a 
game fike P5SS's should not be 
regarded as inevitable — no 
maiter how likely it mãy seem 
from the scenario. Modern war 
is far too complex for anything 
other than a superficial simular 
ton on any home micro. Às an 
example of a bizarre sounding 
and yet plausible modem war 
scenario, read the “historical 
notes” from Gâme Designers 
Workshop's Twilight 2000. 


Dear Sir, 
Although | have a large number 
of wargames in my collection, | 
feel that they all lack options 
which others possess. | have 
therefore made a list of options 
which | think should be included 
ina wargame., 
Every unit should have armmuni- 
tion and troop status and meo- 
hanised units should have fuel 
status Pc needs to be 
ed. 

Supplies should be delivered by 
air, land and sea. Supply con- 
voys should have little or no 


The capture of various objec- 


on the enemy. For example, ifan 
enemy fuel dump is captured, 
the captor should be able to take 
advantage ofthe situation. 
Units should have varyving 
mobility, firepomer and range 
limitations. 

When immobilised or damaged 
enemy units are over-run, they 


and utilised by the owning 
player. Players should be able to 
repair their own damaged units 
but not destroyed ones. 
Mine laving and clearing opt- 
ions should be available. 

lhope other micro wargamers 
write in until the programmers 
have a comprehensive list of the 
things we would like to see in the 
games. Perhaps this will encour- 
age the development of better 
wargames. 
Craig Rice, Colchester, Essex 


suggestions from the letter due 
to lack of space. Some of them 
would require extensive use ofs 
RAM disk facility in the yet to 


gar Spectrum 128! But what 


do the rest of you think? 


encourage 





should be able to be repaired | 





t had to cut several of Craig's 
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Rocky Horror Shows, The CAL 79% C8.05 18-12 
Roland's Rat Race Ocean 66% [7.95 20-37 
isnição Coaster Elite 94% 6.95 24-32 
Goes to Hospital David Todd 62% [4.99 19-46 
o Tor bd Hill MacGibhon 77% E9.95 13-10 
Runestone Games Workshop E7.95 17-100 
pcirea and the Toymáakor's P Quicksilva 54% [7,99 


orar Durell 93% E8.95 24-30 


a of Er the Viking Mogzaic [3,95 /4-102 
em ii fa 53% E6,80 15-18 


Sam Saftay Argus Press E795 17-87 
Sam Stoat Gremlin Graphics 68% E6,95 15-13 
Sereenpiay Mac nie 5 243 35 
CAMINO 
pg fa pentes 80% E 1,98 15-31 
Seas 01 Blood Fi nina par nar [9.95 24.1 
= Aedes Eae Level Bi 9 85% 9.55 


ORE &t Bride's 5t, Bride s 26.95 2717-108 
Sep-Kah of Assiah Mastervision [3.99 14-102 
Serpent fron Hell Scorpio [1.99 75-118 
Severmth Cavalry Black Knight 65% E3.50 22-140 
paint Fe Fi DE 17-16 

Shadow of the Mikro-Gen E 14,85 24-164 
Shutie Shock Sottwara Savers 62% [2.99 13-11 
Ski Star 2000 Richard Shepherd 75% E7.95 74-120 


| Bnaflle Longiman 75% 15-32 


Snappie Hopper Macmillan [5.95 20-84 
Snow Queen, Tha 51, Brides 7 ELb.a 23-122 
Software Star Addictiva 64% E6.96 75-113 
Solar 5 « The Eaglesoft E3.50 15-48 
Ailigata 81% E5,95 13-22 
Sorderon's Shadow Beyond E9,96 23-119 
Souis of Darkon Taskset E7.95 24-166 
Southem Belle Hewson Consultants 84% E7.95 20-15 
Space Scan MacMillan [5,95 75-48 
Space Shuttle aro 78% E7.89 13-126 
Spectune Xorsoft-E9. 96 75-60 
as ob rel 95% EZ. est E : 
Spiderman nture Internationa 58 
Spike Firebird 61% [1,90 23-31 
sor ve Spy Bcyond 85% (9.65 1928 

rã om 

; Creatrve Sparks 72% E 1.99 20-22 

Star rebirds Insight 73% E 7,95 27-22 
Star Gazer Eclipse [6.95 16-21 
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Starion Melbourne Housa 94% [7.95 16-18 
Starquake Bubbie Bus 96% E7,95 22-10 


Eclipse E6.95 pesar 
Stay Kool ua 2 59% E6.96 


tos viiiva 42% apos 13-122 
Bob Sunk Fi rd EZ2,50 18-102 


Subterranean euranas IE E2% PES 14-24 
Suntiomrer Nim Sho, ro fr 91 

Brat Ailantis 72% E1 99 dO 
Super Chess 3.5 Dos Tres nda [9.96 6-28 
Super Pipeline 2 Tas EL.96 18-114 
Supera Cgi Ai 2 iai 95 18-40 

ran Tyneso 
CES [5,95 14126 

System 15000 Av 16-117 
Swords and Sorcery PSS 9.55 24-162 
Tales of the Arabian Nights interceptor 55% E5.50 18-14 
Talisman Games Workshop Aos 16-16 
Talos Sera 60% E7.95 20-115 
Tarmgled Tale, 4 Pocket Soft E0.99 2171-109 
Tapper US Gold 89% [7.95 17-20 
Tau Ceti CAL 94% €9.05 23-86 
Technician Ted Hewson Consultants B6% [5.95 13-16 
Ten Pack Automsta E8.00 22-32 
Terra Forca Firebird 40% E2.50 13-124 
Terrormolinos Melbourne House E7.95 Cauldron 
Mikro-Gen EB.96 17-07 
Wizard's Lair Bubble Bus 94% E6,09 14-34 
Worki Series Baseball Imagine 91% [6.95 15-38 
World Seris Basketball Imagina 875 £ 7,95 23-35 
Worihwise: Nuclear War Richardson Institute 06.00 18-11 
Wriggler Romantic Aobot 90% E5.95 15-44 
X rPSS 71% E5.95 13-46 
Yacht Race Hill MacGibhon [9,95 75-112 
Zaxxon US Gold 58% E7.95 14-30 
Zone 00 Allanson 45% [5,50 13-46 
Zoot Bug Byte 55% [2,95 23-20 





Airwolf 141-60/61 
Aliom 15-125 
Alien B20-62/63 
* Guide 15-64/165 


Darach 
Dynamite Dan 19-5B/69 
Everyona's Eerunid 15-B0/81 


Gyron 15-80/E 
Lore 77: 62/63 pb 106/7107 


re 9062 
nico 2 1Ó7N0B 
Technician Ted 150 
Ti Na Nog 14-56 
Urbe Part 1 16-74/75 
Undenivuride Part 2 17-66/67 


ACTIVISION Grey Frschbach interview 21-30 
ADVENTURE TIO INAL 


as 
Becson, Deve On The Cover = TV Graphics 23-168 
BUBBLE BUS Steve Crow intervieay 75-28 
eb tg in the Docklânds 20-2 
Planning pur future ... 200104 

Craig a “tan On The Cover artist 21-35 

TOM cavémen to Rocky Horrors 79-30 
CENTON A visitto Harley Street 17-30 
DESIGN Part One of the ne 20-102 
DESIGN DESHGN Par: Two of the above 2 1-B6 
DESIGN DESHGN Again 22-40 
DESIGN DESIGN The final Panic 23-144 
Dowson, Godfrey On The Cover with Lavel Sart 15-145 
Aba The boys from Buzby 16-106 
Frey, Oliver On The Cover = our own artfot 24-188 
GARGOYLE GAMES The Boys from Dudley Darach 24-B8 
GREMLIN GRAPHICS A Gremiir in the works 18-28 


HEWSON CONSULTANTS In the chip factory 13-87 
HEWSON TANTS A new game . 174 


Hughes, Stuart On tha Cover — over tha Edge 20-128 


Scott Adams intarvana 15 


ol Rr O mas 


INCENTIVE Mined Out and Confuzed 15-10 
LEGEND The Stuff of Legend's 15-74 
Lund, Steiner On Tha Cover —airbrush iG 14-128 
MELBOURNE HOUSE ... aworking lunch 23-43 
MIKRO-GEN Of shadowed ROMS and Unicoms 20-14 
MIBRORSOFT Looking behind the mirror [9-113 
MIZAR Out of the Shadows 15-104 
PLATINUM PRODUCTIONS Going Platinum 21-124 
Rowe, David On The Cover — Quicksilvish 15-128 
Rowe, Susan On The Quer — working small 22-153 
Shertieid, Richard On The Cover — a multimedia man 
19-128 
Sinclair, Sir Clive The Sinclair Story Part | 15-85 
Sinclair, Sir Clive Part Two, small computers 16-28 
Sinclair, Str Clive Part Three, 1983 and on 17-66 
Sinclair, Sir Clive Part Four, The Televisionary 74-68 
Sinclair, Sir Clive Part Five, electric vebicias 15-80 
Mika Lord of Mieinighat 14-86 
David On The Cover, loading screen magle !7-128 
“Chris The man behind THE BIZ 15-88 
o - Bob On The Cover — Ocean's staff frealanç 18 

1 | 
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SPECTRUM 


Bounty Bob'M retums in this new and exciting follow-up - MMODO A - BTARI- 

adventure to Miner 2049er.* This time around Es even é ARO ro e o = 

iougher than before and Bob needs your heip more thanever = - 

to guide him through the mine. The mutant organisms have CASS LO Os DISK £S14 05 

pm ci and over-run dig ip eae making It extremely Ai | E 

difficult to survive the hazards o underground 

passageways. Using the high-powered-special equipment in SPECTRUM 48k E (.95 

the wenty-five new caverns is Bob's only hope of achieving CASSETTE, | 

his objective of securing the mine and defeating the plans of + ! 
the evil Yukon Yohantm Ali screens as seen on Commodore 64 LARES 
o o A 


HEALTH WARNING: BOUNTY BOB CAN SERIOUSLY DAMAGE YOUR SANTTV! 
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Captain Slog 17.48pm 
"WILLY to bridge, beam me up Spotty” 
Whalisouet nero vp tonow? 
j ng himself on + | cal islands, explorina space, cleaning the 
! e night long 


manston having discerre red 
any more rooms and hidden É 
WILLY was probably the bes! q garia of 1984 imitated 
and-esxcelld by none, This the oflicial follow-up and has 


+lan excess ob 130 roomedo explore 
JET SET WILLY WAS JUST THE START THIS COULD BE FOUR END 
FULL SCREEN COMMODORE 64 £B.95 
SPECTRUM/SPECTRUM PLUS. £6.95 
BELL MEX COMPUTERS. £4.95 
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Ssscirai o CEM 64 . E9,95 | 
BBC pOM5 Spectrum pros! 


ohowjumper (Avalable Now) CBMBS  EZ95 


C& VG 55-85 É 
GAME | MACHINE PRICE 


Please add £1.00 for all orders outside UK. 
ACCESS CARD No: ......ic.., 


Software Projeciê Ltd., Bear Brand Complex, Allerton Road, 
Woolton, Liverpool L25 75F 
Telephone: 051-428 9393 (4 Lines) Telex: 627520 
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1: hi ati cRASHIs THE TALE BEGINS nearty thirty cowboys and indians picture the 
The first thing you notice about CRA His the years ago, when the Frey family nine year old artist had prod- 
i wheeled him round al! 


cover. Oliver Frey is responsible for alithe ame to Britain from OWNEEN uced, and wi 
land, The very your OliverFrey the classes in the school show 


covers — and a great deal more in the way Of started school and was soon ingoffhis work! 
illustrative material that grace the pages of introduces, 15 Fogle by his Ator a years the Frey 
dd comic-mad classmates. Ot was family moved back to Swilzer 
the magazine. immediately taken by rhequality land and Oliver's education 
a o nes Conan seio fed E of the art to dogs continued — à end copies or 
their master, who works on a desk covered | 
with little bottles of Luma ink (used in his Dê 
airbrush), right at the pinnacle of CRASH 
Towers in the draughty Artroom Garret. 
There was a time, before CRASH started, 
when Oli made his living as a freelance 
illustrator — but nowadays he's holding 
down what must seem like the equivalent of 
a couple of full time jobs, painting covers for 
CRASH, ZZAP! and AMITIX, as well as E + Rca 
Christmas posters, Olibugs, the Hall of Slime Ses as US e — 
— and lots of fiddly bits, like logos, Pl ré eva ir his paes with? Eagle on however, and his 
coraetition illustrations and giant capita! de Mila. And guPBlc, pra dr post e pa 
letters to pretty up the textin ai dare indianas ani co auge ron 
amy [worked on 
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É what 


Dan Dare and other features in 
Fagle) and Frank Hampson 
lereator of Dan Dare). indeed. Of 
ent several of his own dra Wings 
into his favourita comics, and 
Was once rewarded with 


he last time they were to 
dealings. Oliver decided that he 
Wanted fo become an artist and 
he persuaded his parents to 
allow him to she à correspon- 
BCE Course in iustration 
Wile he was af school They 
paid for an Amer Can course 
talieo The Famous Artists, a 
Seres of three books Weirtttem by 
à feam of a dozen Hustrators. 
Fach of the thirty six lessons 
ended with an assignment 
Which had to be completed and 
sent offto be marked! | 

By the time Ol finished his À 
levels, he had completed the 
Wurse and was keen to become 
illustrator. Or a film pro ducer 
— he had been making films 
with an mm camera, with his 
brother Franco and sister 
Lauretta as stars. Or an army 
dficer (military service is com- 
bulsory in Switzerland) Or a 
dipiormat. 

The London Film Sebool att- 
facto his attention. and during 
a visit to England he approacheo 
them, explsining thai he was 
teen to begin a career in films 
and had been making them at 
home. They were interested. but 
Hondered whether his prefer- 
“ênce for action movies was quite 
; was needed — Dl had 
making films about the 
version of James Bond 


] FERE 
mm. 


K a al mp ET O 


named James Fell, dppropriat- 
ely Enough we might print a few 
Stilis of Franco Frey. Secret 
Agent one dar... intho event, 
the London Film Schoo! adviser 
that he was a fittte voun g to start 
à Course, and he Fetumed to 
Switzerland to begin his army 
Service. 
Pla 


while longer and go for Cor 
Poral After six months, his first 
Spell! in the army Anished and 
lan C came to the fore — he 
E University, 


? Vague view to enterino the 
diplomatic service 
“Unfortunately, MY university 
Career wasn't a FOaring suc- 
cess, “Ol remembers, “L started 
going to the cinema Serioushy 
wie Iwas at um iversity, instead! 
of going to lectures and it wasn't 
long before | feaiised that | was 
much more interested in making 
Hims. Alter a term | left univer- 
Sity and approsched the London 
Film 00! again. | was accep- 
fed, and started 3 wo vear 
Course in 1969. In those days it 
was called The Lc 
pia 


And'erf COUrse, While he was in 
London, Mr Frey had to SUBDort 


pras Apoia EM a 
pino illustration For Lods So 
RA MR z ts 
E Ri 


or. TOP ] 
himself to some extent, so he 
looked for some freelance comie 
work. “went to the War Picture 
Library who still Publish war 
Stories in COMmic-strip form, and 
Persuaded them to let me Thus 
ralo à story so | could Show 
them what / could do. | was 
given & Script and tolo to go 
Sway and draw a five page strip. 
They liked the Work and ! was 


E e 


commissioned to do a whole 

00K — that topk two months, 
working in a bedsit during the 
evening. and it was accepted, 
Thus began a long assobiation 
with the War Picture Library 
wiich resulted in dozens of 
Covers and illustrated st Dries. 

At the end of the Film course, 
another period of Compulsory 
Sfny service in S witzeriand 


anna tre best Selling 
VOYAGER Certo 


pra 
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followed, during which Oliver — turnedito England. admired as a ad! to tesoh him about the technie- 


was given the chance to go to While he was in Switzertand, Throughout the late seventies alities Of camera lenses and the 
Officer School, and could have trying to sei! the services ofthe and eany eighties Oliver estab- like needed for this particular 
ambarked on an army career. By film company to Swiss busines-  lished himseit as à freelance VEFF specialist vacaney. lt Was 
now he had made Up his mind. ses, Ot continued to draw War | comic artist — bu! other fields no job. 

neither the Diplomatic Servite Picture Library material on à also opened up. Apart from reg- Then, a week later, the Super- 
nor the Armed Forces tempted freelance hasis. Returning to ular work for IPC and the War man Ar Director called ON, They 
him — he was thoraugihiy England, he found dn agent who Picture Library, Oh produced needed a 1930's style Superman 


hooked on films. So when he specialised in comics, and a book covers for Souvenir Press, comic for the title sequences. 
finished his army servico, he wide variety of freelance illus- Video covers, and nlustrations Thus Ol found hirmself in an 
returned to England to continde tration work began to come Os for children's books, including | anteroom to the Directors 
with his freelance ustration way. [Mir Kean disappears from Oxtord University Press. More pífice, waiting for a couple of 


wie he wrote à Film SCrpi. the story for a few years, scam than a few history books [and hours while à jandsiide scene 
Returning to England, Ol pering off into the distance and the odd horror story compila was arqued about, amd discus- 
inoked up a friend from Film becoming a film editor withthe | tonlhave been graced with Oli's sed endiessiy. Suddenty, té 
School days — one Roger Kean BBC, finally going freelance Work. Director realised that someone 
— and together they came Up hefore being roped into the Dliver's work was reaching à had been waiting for hours to 
with the notion of setting up an CRASH Editorship some vears large audience — but One piece see him, ushered Oh in, exp! 
industrial film company in Swit later). ot work in particular reached a ained what they wanted and 
zertand. The film seript came to IPC comics soon became à massive circulation . Oii had — asked for some gencil roughs of 


| 
nothing, and Messrs Kesn and | regular source aí work for Ol. been seeking to diversify, amd à 18505 street SCENE + 
Frey ment Lo Switzerland with He finally caught up with his move gentiy away from COME “perhaps with a poliseman 
16mm camera and professional childhood heroes: for a couple work. Having hegrd that there singing fis nightstick CA | 
sound equiprrent to make their — of years ho took over from Don might be a vacaney for a story- couple of days later, Oliver 


fortune  producing tims for Lawrence and drew The Trigan board artist al Pinewood returned with a pencil rough of 
companies. “Untortunately Vvê Empire for Look and Leam Studios, working on Superman, the strip and a comic cover inked 
never been very good al sel- (before the novelty wore so hin The Movie he drove to the in: In the 30's, Superman Was 
nm g "Eai explained, “and Roger, that he had to stop Or crack up) studios and met the Art Director. drawn in a very rough style," he 
while being more ota salesman, as well as general feature illus- At the UME, they were remo rk- explained, “and | was worred 
was hampered by the fact that trations, then his interestin Den ing the flying sequences, and that Uimight let myself down by 
he couldn't speak German.“ The | Dare came full circle: He found while the An Director Was copying the rough appearance 
sim company gradually petered himselÉ drawing the very Same impressed with the Frey por of the originais, so | inked in the 
out and Roger and Oliver re strips as the artists he had folio, he couldn't aftord thetlime. cover and held my breath while! 
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A Dan dare-spread from 40 Eagle Holiday Special done for 
IPC Magazines in 19849. 
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handed the work over” 

He needn't have worried. T he 
Director was well impressed, 
and the rough of the cover was 
accepted on the spot, and was 
used in the title sequence along 
with the finished version of the 
Siro. 

he Oliver Fre story moves, 
wir firm, to Luclow in 1982 In 
the late seventies Oliver had 
visited Ludiow Several times — 
'ong enough to fall in lo VE with 
the town. ft just so happened 
that the rest of the Frey family 
were looking to move from the 
Tome Counties, and in 1989 an 
exodus to Ludiow took piace. 
Franco, who'd gained a degree 
im Engineering since playing 
James Tell, and had been Work 
ing on a variety of Figh-tech 
engineering projects, got invol- 
ved with a German company 
Wivch wanted t0 import Spec- 
rum software from England. 
Franco bought a Spectrum and! 
was busily pla vtesting games, 
researching the market for his 
German contact when he came 
VD with the idea of Starting a 
magazine — or at the very feast 
q mail order servico sã 
Spectrum Software. So it Was al! 
fis fault 

in July 1983 the first email 
order advertisement for CRASH 
MICRO GAMES ACTION was 
placed in Personal Computer 
Games, and Oliver was embro- 
ed in producing illustrations for 
the catalogue ... as well as 
Publicity stilis. Mr Kean Was 
foped 1h, and Somefow, tha 
whole thing grew into CRASH 
Magazine, and Newsfisid Publ 


An illustration for a Lock and Learn 
explorer Magellan. IPC Magarinos 1 


cations.... The freslance work 
Came to an enc 


Most of Oli's colour work for the 


SiFDbrusA to paint in large areas paintin 
of colour, and backgrounds, in Mio 
with details being added with shroude 
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WOUHDED BROTHER, TRIGO RAN 
THROUGH THE HAIL OF 
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articio aboui the 


pen or brush. “| like the airbrush 
because it is simple, and is a 
very quick method 
ur and adding 


colo 
magazines is execute Usingan time saver | re 


effects. lts a 
member one 
!did for Look and Lea rn, 
the foremast of 3 ship is 
din mist. AH had to do 













Frigan Empire [Look and Learn IPC 
Fi 


Was paint the mast and raging 
in solid black and then airbrus 


colour over itto give the effectol 


mist. Fl had attempted that part 
of the paintin using ordinary 
brushes it could have isken sev- 
era! days to achieve the effect | 
wanted, rather than 3 couple of 
hours. And time is of the ess- 
ence, when you're working as an 
ustrator. 

Ol's only been Using am air 
brush for five or SIX VEears 
though. Most of his comic work 
Was created using traditional 

rush and pen techniques, usin 
acryriics. “T's easy to overpaint 
With acrylics, and you have to be 
more careful in the planning 
Sisge when you're USING inks 
and an airbrush — it's casy to 
lose the depth of colour if Vou try 
to put ea om top of another 
colour. Generaliy. FIN produce a 
Pencil rough onto the board Fm 
working on, and then spray the 
background and large areas of 
Colour on top, adding the fine 
detail by hand." 
ft took quite a while to com- 
vince Oliver that an airbrush 
would be useful — he remainec 
Convinced that far too much 
time would be spenima sking off 
areas, appiving a colour, remo- 
ving the masking and then 
appíving another mask for the 
next colour and so on which is 
the “classical wav of Working 
with an airbrush, Pinho he was 
Persuadeo to get à Thayer and 


' ep dl 







































E AMD THEN sriL 
HOLDING HIS PRECIOUS 
BURDEN - HE LEAPT | 






































Chandler airbrush after he had 
Seen Ferry Gilliam's efortiess 
use ofairbrush technolo gy. “Pm 
Not very good at Coping with 
technical! things, and egquip- 
ment, " Oliver confesses freely. 
Which is why he can often be 
Sbolted prodding his airbrush, 
looking puzeled after it has 
clogged vp — which ft as q 
habit of doin Every so often, 
despite the fact that he uses 
Special non-clogoing American 
inks, “They're stran e things, 
these Luma Inks,” Ol explains, 
“You're supposed to keep them 
in a cupboasrd, locken away from 
the fight. And whenever Em 
Sra ying an orange background 
Everyone tends to leave the 
Artroom — it smeiis disgusting, 
like somennes been Sick." 
Which all goes to show what 
Oli's prepared to go through to 
produce his paintings! 

iven Als background in 
Come strips in combination with 
his interest in films, it route! 
seem fogical for Oli to get invo- 
Ived with animated Movies — 
perhaps involving computers, 
“Fve never been tempted to get 
involveo with computer art — 
fm not really very patient | find 
f difficult enough co ing weith 
the airbrush, which | liko ber- 
ause of its simplici ano | 
couldn't sit down in front of 3 
computer and fedie endiessiy 
with the keyboard to produce 
the result | wanted 


Become a master of this mysterious ancient art: progress from 
novice to Tenth Dan and test your strength and discipline. You can 
control your character with either joystick or keyboard - 18 
different manoeuyvres including blocks, flying kicks, legsweeps, 
roundhouse and even somersqulis! 


Challenge the computer, facing opponenits of progressively 
greater skill, orcompete wilh a friend. THE WAY OF THE EXPLODING 
FIST has it all - addictive competitive action, dazzling graphic 
animation and sound. The waitis aver - you are aboutto face the 
challenge ofa lifetime! “Spectacular, starllingly original epic, 
mosttelevisual game Ihave encountered - Daily Mail. | 

'Quite simply the best progrém." - Popular Computing Weekly 
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té The Way ofthe 
Exploding Fist is 
virtually beyond 
criticism = 
technically brilliant 
and visually 
absorbing.35 
POPULAR COMPUTING WEEKLY 
tt Melbourne House's 
karate simulation explodes 
ontothe Amstrad. Thisis a 
great arcade scoring game 
as well as wonderful family 
entertainment. 
In Way ofthe Exploding 
Fist, Melbourne House 
have scored a great hit. 93 
AMTIX 

66 As a sports simulation, 
this is one ofthe finest and 
most realistic we have 


“seen. Às an arcade game, 


it's addictive and pacy. It's 
clearly destinedforthe | 
top.33 

SINCLAIR USER 
t6lcan'ttear myself away 
from this hit game, a karate 
contest called The Way of 
the Exploding Fist. 93 

DAILY EXPRESS 
tt The graphics made my 
eyes pop out. Fantastic 
sound effects, state ofthe 
artanimation and brilliant 
game play. One of those 
games that you can get out 
time and time again. 93 

ZAP 


(6 By far and away the best 


sports combat simulation 
“available. Exploding Fist 


on the Spectrum is the best 
game. 73 CRASH 


AVAILABLE FOR THE C64 ON DISK 
AT £14.95 AND ON CASSETTE FOR 
AMSTRAD AND C64 AT £9.95, 
SPECTRUM£EB.9S. | 
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| Several stages showing the dedo prrent of this issues | 

a SH cover as Oliver works ft up to Co mpletion. 1 | 
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“When it comes to animation, task Though if l had a team ot on particular elements and trating stories provided for you | 
there's so much Work involved — animators at my disposal, to do emphasising them. sf became by a writer — you work as à 4 
that Em sure | couldn't put up  altthe Finicky Work... an illustrator in the first place team. A good comic strip author 4 
with it [ve looked at the fts not difficult to spot the because | liked comics, ve has to realise what is and isn't | 
process, and gave U theidesof influence Oli's background in always liked comics,” he expl- possible visually, and it can get | 
making cartoon films before comic strip illustration has had  ains, “and this carries overinto Very tricky, working as am iust- 

| | areas of work.” Comies are rator, when someone who 


“starting. So much ofthe workis— Or the overall look of the mag- other art ; 
fairty firmmly ingrained on his hasn't such a strong sense of 


mechanical, tracin hundreds — aZInes — hold images Zeoming - E 
and hundreds of cells and inkin out of the pages are fairty typical consciousness nowagays: what Ss possible demands a very 
them all in — | simply wouldn't of the design, wiych is the way “When you're working on à specific drawing. 
comic illustrations work, picking come strip you tend' to be ilus “By the time CRA SH starter | 

each illustration — which means E 


be able to apply myself to such a 


he has to come up with ideas as 

well as paintings. He's still pro- 

ducing pieces of rk to suit à 
particular purpose, but he has 

more contro! over the whole 
process than he would have as a 
freelance. 

Nearty all his paintings have a 

Hheme set in the past or the 

future — including the pure 
fantasy  illustrations. here 

does the inspiration come from? 

“rve never really liked the Here 

And Now — the Now doesn't 

jo inspire me. [ve always 

liked historical things. AM my 
paintings are big er than life, 
mainly because lite isn't 35 EX | rg 
citing as it appears in pretures. ) | À 
escape into a picture when Um Re 




















































ainting. When l'm really con PE. x 
centrating | sort of imagine Fim | sy 
really there, looking  omo the a, 
action in the painting — other- 
wise it's difficult to see the thing 
in my mind's eye. it can take a 
couple of hours for me to get 
away from a picture — when | , 
finish | sometimes spend a hour h | 
just sitting in frontofthe paint NM 
ing, staring at it. im in an alter- k 

nate reality, | suppose: To work, | e 
the picture has to be convincing El? 
to me, which means have to get | | 
really involved in what's happ- 
ening.” Which accounts. fo 


some of the rather strange facial 
expressions that sometimes rest A 
on Oli's face when he's drawing va 


a monster, OF an action Seg had 
vence... he has been knowrto NM 
suffer from facial cramp as à , ae 
result of some pictures! E 


“Fve amas been a dreamer 
a romantie if you like. Eversince DM 
the games | played às a child, JS 
when | was The Famous War Cd 


Hero, or The Brave Sheriff Deal 
ing With The Baddie, Ive been 
able to get totally immersed ih A 
fantasy world. fm very interes: é 
ted in history, and read a lot of | 
history books for relaxation, | 
imagining fm there. History 15 
about real people, and | enjoy 
iustrating scenes from history, 
even though it involves quite & 
lot af reference work for accur 
acy. In some ways it's more 
pieasing to draw  Futuristic 
scenes and ferntasy — the refer- 
encing isn't a problem, in that! 
make it all up, and it's just à 
matter of producing a painting | 4 
that has its own accuracy and 
detail lts more pleasing to 
make fantasy real than repre 
sent reality accurately. 
“What I'd really like to do is 
direct a film, |! suppose,” ON 
mused. “Film is the ultimate 
fantasy-fuifilling medium. The 
closest you can get to film in à 
printed way is à comic strip.and 
there are à lot of common ele- 
ments. fd still like £o be the . 
director, sitting above a massive 
battle sequence with thousands. 
194 CRASHCh of Gerd a â eres 
- Po hristm : | “from history. | would ros o 
stmas Special 1985] pra control of the pur | 
antasv 
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There's never beena better reason 
for looking forward to Winter! 















JMMODORE 64/128 
DISK £ 14.95 
Available Soon for 
Spectrum 48K 
& Amstrad 
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MP” nowits on to the Winter 
MF Games! Andwhatanncredi- 
| od ble setting — a completely realistic 
” winter wonderland featuring six 
” actión-packed events. You can com- 
pete against your friends or the computer. 
First choose the country you want to 
| represent. Then it's practice, training and | 
learming a winning strategy for each event. ar 
Nowthe Opening Ceremony and the competi- No 
Hon begins. Willyou be the one who takes the À 
gold at the Awards Ceremony? N 
The quest for the gold continues... And its all a 
here — the strategy the challenge, the competition, N à 
[he art and pageantry of Winter Games! o 
É Six Winter Events: Bobsled, Ski Jump. Figure RA 4 
skating, Free -Style Skating, Hot Dog Aerials and NM N 
the Biathlon 
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+ Opening, Closing and Awards Ceremonies ' 
jr complete with National Anthems 

» Compete Agaínst the Computer or Your Friends and 
Family 

» Unique Joystick Control — Requires Timing and Skill 

» One to Eight Players 





Elite Systems, Anchor House, Anchor Road, Aldridge, Walsail, England. . E, 
Tel: (0922) 59165 “Consumer Hotlind E. 





